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The Mail Service 


; Hold Mail Authorization 


PLEASE NOTE: This service expires 90 days from the stop-mail date. 
Please stop mail for: 
Date to Stop Mail 


Address 


a A. B. 


Please stop mail until | return. C4 Please resume normal 
| will pick up all undelivered delivery, and deliver all held 
mail. mail, on the date written here. 


Date to Resume Delivery 


Customer Signature 


Official Use Only 


Date Received 


Lot Number 


Carrier Delivery Route Number 


If option A is selected please fill out below: 
Note to Carrier: All undelivered mail ee Delivery of Mail 
has been picked up. 


Official Signature Only 


COMPLIMENTS OF THE STAR OCEAN GAME DEVELOPERS. 


YOU’RE GOING TO BE AWHILE. 


oy” 


00 bad there's no “indefinite date’ box to check on 
T those post office forms. Since you have no idea when 
you Il be returning. Everything you do in this game will have 
an impact on the way the journey ends. If it ever does. 

You start on a quest that begins at the edge of the 
universe. And ends — 
well, that's entirely 
up to you. Everybody 
you meet, every step 
and every decision 
you make will shape 
your destiny. And the 
fate of a planet. 

In short, the evil 
gods are poised to 
destroy every living 
creature witha great 
meteorite that heads 
straight for the planet. 
Ferocious monsters threaten at every turn. Deadly magic 
lurks in the shadows. And to raise the stakes even higher, 
questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can customize 
complicated combination moves and set up decoys to take 
the fall. But no matter what, there’ still no end in sight. 

Because who you choose to talk to and share 
information with will greatly affect you. Characters can 
think and feel for themselves. Some will join you on your 
quest, others will betray you. And to add to the challenge, 
you have the option of playing two different characters, 
both unique in personality and both having an impact on 
the course of the game. 

Even your emotions determine the fate of your journey. 


You may choose to be romantically linked with another 
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character or you may choose to remain friends. But no 
matter what, it will affect your path. And more seriously, if 
a close friend dies in battle, you'll feel incredible rage that 


will cause you to fight with more furious combat moves. 


And theres no easy way out. Tools and skills do not 
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just appear along the 
way. You must create 
many items from raw 
materials. And to do 
that you ll have to 
master difficult skills 
like alchemy, cooking, 
songwriting, or say, 
metalwork. 

There are count- 
less routes to travel 
through this game, 
and over 80 endings. 


The deeper you delve, 
the more youll discover that nothing —no detail, no clue, 
no conversation, no skill—can be taken for granted. And 
that anything is possible. Including the fact that you might 
not ever niake it back. 


DISCOVER WHAT'S OUT THERE 


Sare 


“THE SECOND STORY 
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ENIX. 


PlayStation 
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WWW.PLAYSTATION.COM 
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i Battle the Darkness of the Laria and Build Your Own World 
= ~ 


“Delivers what CRPG fans have been clamoring for... customization.” 
—Gamesmania 


Shattered Light is the first RPG to deliver 

near limitless expansion and modification. 
Its revolutionary World Builder engine 
allows players to customize: 


¢ Maps ¢ Spells 
¢ Monster Statistics ¢ Skills 
¢ Items and Weapons 
¢ NPC text 


And create entire 
? mew dominions 
. with more 

than 4,000 
terrain tiles. 


Invite your friends 
to join you with 
Shattered Light’s 
Multiplayer feature. 
Play modem-to-modem 
with up to 8 players 


on line. a 


Write your own quests or follow those written by 
such award-winning authors as: 


¢ Chelsea Quinn Yarbro ¢ Robert Silverberg 
¢ Jody Lynn Nye ¢ William R. Forstchen 


Shattered Light , the original paperback = 
fantasy series, is also available from Pocket Books led 
Visit www.shatteredlight.com Cae, 


These Keldons will need more than Carl Critchlow’s Trumpet Blast to take on the 
ultra-nasty Phyrexian Negator he created for this month’s cover. 


FEATURES 
44 Destiny Revealed 


Chart a course through the convoluted mind behind Urza’s Destiny. by Mark Rosewater 


46 Preconstructed Destiny 
Get a head-start on Urza’s Destiny with R&D’s theme decks. by Michael G. Ryan 


50 See What Develops 


Magic developers mold each set to make sure it all fits in the booster. by Mike Elliot 


52 Destiny Decks from R&D 

The R&D playtest league tries to stay ahead of the metagame. Check out these 
league-leading Destiny decks. by Henry Stern 

56 Urza’s Moment of Destiny 

Urza needs an heir for his legacy, and Dominaria’s destiny hangs in the balance. 
The story in words and pictures. Sy Scott McGough, Jess Lebow, and Daneen McDermott 


58 Urza’s Destiny Player’s Guide 
59 R&D’s Top Ten 


The members of R&D told us what cards will dominate, and we're leaking 
the information to you. y Mark Rosewater 


63 Urza’s Destiny Checklist 


SECTIONS 

15 Magic Compendium 

“Picks & Tricks” explores Urza’s Destiny; “Forgotten Lore” travels to Yavimaya; “House 
Rules” takes on the Magic pentathlon; “Deck Clinic” does discard; “Urza’s Destiny 
FAQs”; “Tournament News” covers PT—New York like a glove; “Magic Boot Camp” 
checks your deck; and “Odd Man Out” and “Insider Trading” cover the world of Magic. 


72 _ Inside the Industry 

The E* that might have been; Toturi’s Army is here to stay in “Ringside”; Star Wars 
CCG decks that are ready for anything; building a better Doomtown deck; Gomorra 
opens the Mouth of Hell; LSR gets Honor Bound; get “A Good Start” on Lands of Lore 
III; and cast your bloodshot eyes on Quake III: Arena. 


91 Duelist Oracle Player’s Guide 


Your one-stop guide to what's in the Standard tournament scene. 


109 Duelist Price Index 


— Alex Shvartsman gives his views on trading Pokémon, while “Shop 
Talk” takes the pulse of the PokéNation. Magic and Pokémon prices 


for your review. 
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COLUMNS AND 
STRATEGY 

32 = Inthe Cards 

by Randy Buehler 

It may be a great play, but is it the right 
play? Think it through. 


36 Deck Deconstruction 
by Beth “BethMo” Moursund 

This Cradle deck was rockin’ at Pro 
Tour—New York. 


40 Limited Resources 

by Brian Hacker 

With a little alchemical magic, you can 
turn trash cards into gold. 


66 Magic: The Puzzling 

by Mark Rosewater 

Mark loses his hands but finds his voice 
in these puzzlers. 


CARL CRITCHLOW 


DEPARTMENTS 

4 Force of Will 

8 Box 707 

11 Wizards of the Coast 
News 

128 What’s New? 


GONTESTS 

8 The Hunt Mana and 
Destroy Urza Contest 

30 “Match Wits” Destiny 
Contest 

64 “Find the Motherlode” 
Doomtown Contest 
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#SPreat information for free}. .or at least for the monthly cost of an Internet 


connection and local phone service (Hut hey, you were going to pay for those anyway). 


What you don’t know is that this| 
issue (which dissects, draws, and quar- 


_ters the Urza's Destiny set for-your ¢di= 


fication and enjoyment) ip actually the 
—Ilast-i i ahd feel of the 
Duelist you'veXome to know and lave 
over the last’five years. 
You see, néxt month, we _ 
/play a litfle “what if” 
| game, nd ask the ques- 


DON’T PANIC! 

So, for the aveage Magic player, this 
will be the final paper Duelist, with the 
final “Magic Compenditm,” the final 
Magic features, and the final Duelist 
Oracle. But we're going out with a 


bang, not a whimper. We have 20 pages 


of Urza's Destiny feature cove from 
the source: Magic R&D. We have not 


one, not two, but three Magic designers 
providing everything from the scoop on 
design to decks from the playtest league 


and R&D’s own Urza's Destiny(Top 10 
list! And we have all the Magi 
columns and features you expedt from 
us each month. 

And if that’s still not enough for 
you, I invite you to take a lookjat our 
next issue. Sure, it will have Pokémon 
on the cover, in the Compendium, and 

throughout the rest of the magazine, 
but it will have one other thing the 
Duelist has never had—complete, full- 
color reproductions of all the cards in 
the new expansion, Jungle. 
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IT’S OUR ANSWER TO LIFE, THE 
UNIVERSE, AND EVERYTHING 


~ Tf yeu like seeing all the art, all the rules 


text, and all the flavor text of a set—all in 
one place—thien you will definitely like 
the new Wizards ‘af the Coast Player's 
Guides that will debut this October. 
Starting with the release of the 
Mercadian Masqyes set for Magic, 
yours truly and the crack Duelist 
editorial staff will begin pulling 
double duty. While we keep 


with great strategy for and infor- 


love, we'll also/be producing the 
best guides on the market for each new 
Magic and Pokénion expansion. 

The WizardsPlayer’s Guides (WPGs) 
will feature<omplete card art from the 
set, aa R&D Top 10 list, information on 


~ how to use the best cards in each color 


(or in each type of Energy), decklists 
pulled straight from R&D playtest ses- 
sions, and more. Best of all, the WPGs 
will be released on the same day the 
expansion comes out, so you'll be able to 
hold the entire set in your hands. 


DON’T LIE DOWN IN FRONT 

OF THE BULLDOZER 

While this may be “so long,” it’s defi- 
nitely not “goodbye.” Duelist will live on 
in cyberspace, and you get the best of 
both worlds—weekly strategy hints to 
help you become a better player, plus 
complete guides to each set that provide 
comprehensive information for planning 
future strategies, My only regret is that 
there won't,be an issu@42—I have my 
Scrabble bag ready to go 


WILL.McDERMOTT 
Editor in Chief 


~Duelistmagazine.com up to date ~ 
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Qualify for Pro Tour"—London 


oe 
MCIWORLDCOM 


OF THE COAST 


Uniquely immersive role-playing experience 
is limited only by your imagination. 


Collect over 150 creatures including rare and 
ultra-rare breeds, Then custom combine them 
into millions of powerful new monsters. 
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Strategically use your monster's dominance of | ‘ \ 
one of the four elements: Earth, Wind, Fire “ ay 
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Welcome to the world of Jade Cocoon: Story of the Tamamayu. As Levant, a 
Cocoon Master, you will engage powerful monsters in deadly one on one combat. 
As the magic and talon clash of these titanic battles turn to your favor you can call 
on the mystic Cocoon powers and capture a fallen foe as they are on the brink of 
death. Once captured these mighty creatures can be trained to fight for you and 


combined with other monsters to form millions of new beasts. Once created these 


creatures will be your key to surviving the perils of the forest. 


Pit your creation against a friend in the 


je) SD coal 
arena mode. tt SS QS) ve 
PlayStation ENTERTAINMENT 

LEARN THE SECRETS OF THE TAMAMAYU VISIT WWW CRAVEGAMES COM 


Jade Cocoon: Story of the Tamamayu, Crave and their respective logos are trademarks of Crave Entertainment, Inc. All Rights Reserved. Crave Entertainment is a registered trademark in the U.S. 
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it of Destiny 


still cleaning up the bloody mess here at the “Box 707” offices 
floor 42 of the monolithic Wizards Tower in downtown Ren- 
5t 707-Thousand, our seemingly harmless mail droid, sort 
a Killing spree and tried to enslave humanity last week. Fortu- 
sie yours truly was able to lure it out into heavy I-5 traffic just in time. 
Nothing left of it now but a burned-out CPU and its right arm, and I sold 
those to some software company for big bucks. Nothing to worry about. 
Anyway, this month’s featured postcard doubles as a “dream card”— 
the dread Canuckian Chipmunk! The Munk comes complete with 
appropriate flavor text, a snow- 
related special ability and, most 
importantly, an expansion symbol 
that finally makes good use of those 
Fallen Empires cards. Even more 
impressive, designer (and card- 
carrying Canuck) Michael Landau, 
38, put a completely different 
playtest version of this card on 
the back. Originally, it was the 
“Squirrel Berzerker,” [sic] a 3/3 
creature that spawned wave after 
wave of pumped-up “Maple 
Sapling” tokens. 

In honor of this fearsome dis- 
play of northern prowess, we dedi- 
cate this installment of “Box 707” 
to the 51st sta—er, our neighbors 

to the north. We stand on guard 
for thee, dudes. 


OU SAY IT’S YOUR BIRTHDAY? 

1 is Kirsin Koch, the grand-prize 
winner of the “Urza Shuffle” contest 

Duelist #35]. Vd like you to know that 

May 4 was my twentieth birthday, and 

my wife had to quit her job recently. 


Since we don’t make much money 
right now, my wife was unable to buy 
me any gifts (like cards) since we had 
to pay more important bills. Getting 


— 


the complete set of Urza’s Legacy pre- 
mium cards was an undreamed-of gift 


THE PHYREXIAN NEGATOR’S 
HUNT MANA AND DESTROY URZA CONTEST 


The Phyrexian Negator’s got a serious mad-on for Urza. He’s hunting high and low for 
everyone’s favorite misunderstood planeswalker, and you can help! Tell us where 
you found this off-color mana symbol @ in your copy of the Duelist and you might 
win a box of Urza’s Destiny boosters! Just write down where you found it (page num- 
ber required) on a postcard and send it to: Duelist Hunt Mana and Destroy Urza Con- 
test—#40, P.O. Box 707, Renton, WA 98057-0707. Only postcards will be accepted as 
legal entries. The winner will be randomly selected from all correct entries. Remem- 
ber, the icon must match this one e exactly! No mechanical reproductions 
accepted. Entries must be mailed separately. 


Contest only open to residents of the U.S. 
(except Rhode Island) and Canada (except Quebec). 
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that I will appreciate for as long I 
think of my twentieth birthday. So 
thank you for making my birthday a lot 
better than it had been. And thanks to 
the person who pulled my entry! 

Kirsin Koch 

Via email 


Glad we could help make that birthday a 
special one. If you like twenty, just wait ‘til 
next year. 

The Dominion of Canada (which 
sounds much spookier than just good ol’ 
“Canada”) was “born” on July 1, 1867 
under the terms of the British North 
America Act. The government of the new 
country was based on the British parlia- 
mentary system. 


YOU HAVE QUESTIONS, WE’VE GOT 
ANSWERS: THE REVENGE 
Dear People, 

have a lot of questions, so get ready. 

Does Tim have a last name? If yes, 
what? Is Tim in any way related to 
Zuran Spellcaster or Capricious 
Sorcerer? Are those dinosaurs below 
Kyscu Drake? Why doesn’t Workhorse 
have a black mana stone? How come 
Relentless Assault’s flavor text reads “flee, 
flee, flee” but the goblins are attacking? 
What does the writing on Leshrac’s Sigil 
say? On Capsize, three people are shown 
falling out of the Weatherlight. One is 
Gerrard, but what happened to the other 
two? Does the changed white mana 
symbol (in Fourth Edition) have anything 
to do with the first version of the Order 
of Leitbur’s flag? Who is the cloud guy 
on Dominating Licid? Is that a globe in 
the background of the Divine Offering 
from Mirage? Are those blueprints in the 
background of the Chimeras? Why does 
Builder’s Bane have a picture of a person 
dying in the back? Why are there severed 
fingers on Natural Balance? When are 
you going to have some good tourna- 
ments in Cincinnati? When are you 
going to make a book with each expan- 
sion’s storyline all in the same book? 
Why did you get rid of “Theme 
Weavers”? Any chance of getting a sec- 
tion of homemade cards? What ever 


happened to “Ante Matter”? Any chance 


A 


ss 


of a 15-year-old from Cincinnati getting a 

job in the R&D department? Okay, I think 

I’m done now. Bye. 
Jamie Hill 
Cincinnati, Ohio 


Cool! I haven't had one of these in a while. 
Here we go: Yes; Rosenstein; they're all Magic 
cards; they're mirages that look like dinosaurs; 
it’s outside the frame of the picture; goblins con- 
Suse easily; “Don't Mess With Texas”; they con- 
vinced the primitive Delta Quadrant natives 
that they were actually gods and lived in 
wealth and luxury for the rest of their days; 
everything and nothing; he prefers “atmospher- 
ically gifted person’; yup; nope; because; they're 
actually cleverly-disguised finger sandwiches; 
when the people of the great state of Ohio 
finally give me one ounce of respect; probably 
not any time soon; “Theme Weavers” is still on 
injured reserve and could return at any time; 
take a look at the featured postcard; there was 
never any ‘Ante Matter” and we've always 
been at war with East Asia; R&S What now? 
For more complete (and accurate) answers, 
I've passed your letter to our Game Support 
department. I hope they can help you. Canada 
helps its citizens with basic health care that’s 
Sree at the point of delivery! This must be just 
one of the reasons that Canada ranks sixth in 
the world in standard of living, behind only 
the United States, Switzerland, Luxembourg, 
Germany, and Japan. Watch out, Luxembourg! 
That's all the space we have this month, 
kids. To learn more about Canada, be sure to 
consult your local library or the Canada 
Information Office (www.infocan.gc.ca/) 


The Shanodin Dryad’s 
Hubba-Hubba Mana Hunt— 
Duelist #37 


sare encouraged to enter! 
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In issue #39, our Star Wars: Episode | spoiler contained a 

slight error, which we're blaming on Sith infiltrators. 
SPOILER WARNING! Read no further if 
you haven’t seen The Phantom Menace! 
Our spoiler stated that the final duel between 
Obi-Wan, Qui-Gon, and Darth Maul took place 
on Darth Sidious’s battleship. The duel actually 
happens in the Naboo Palace. We apologize for the 


Oops! 


On the Cover 


Carl Critchlow, currently of 
Southport, England, has a stark, 
wrenching style that should be 
familiar to Magic players, 
since his “B.A.” creatures (such 
as Gallowbraid and Morinfen, 
both Western and Eastern 
Paladins, and Defender of Chaos) 
have appeared in Weatherlight, 
and the entire Urza block. In 
this seemingly Alien-inspired 
rendition of Phyrexian Negator 
from Urza’s Destiny, Carl shows 
us all what we probably already 
knew—that Giger was a 
Phyrexian in disguise. 


Comments? 
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In case you haven't heard, Duelist is moving online! You'll get all the columns and 
strategy you've come to expect for the hottest trading card games in the industry 
including Magic, Pokémon, Legend of the Five Rings, Doomtown,.We'll 
also give up-to-the-minute tournament reports, links to impor- 
tant player information, reviews and strategy for the best con- 
sole and PC games, and other online exclusives. Check it out at 
<www.duelistmagazine.com>! Canadians welcome. 


Questions? 
Eh? 


We want to pick your brains. Send your letters, combos, or frontal 
lobes to Duelist— “Box 707”; P.O. Box 707; Renton, WA 98057-0707 
Letters 


may be edited for length and clarity, fleas and/or ticks 
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Deaths che only reward for chose who fal. 


Behind you lie the gates to the stronghold of New Jollis, the 
largest city in all of South Vormis. You stand in the central 
ouarter before the legendary Big Rocs’ Cafe. THe Duke 

Has declared a state of martial law until the brigands 

tHat Have been terrorizing His lands are defeated. 
Great riches and fame Await the Heroes THAT 
succeed, and tHeir names sHall be 

sung by troubAdours 

tHPOUGHOUT 

tHe land. 


RUBIES of EVENTIDE 


Adventure and Glory 
Await you in this Radical 
New Online Role-playing Game. 


e Over 200 Race/Class combinations 
7% e Scores of sHops with thousands of items 
e See wHat your cHaracter sees in A 3D world 


e@ Hundreds of magic spells that you can alter to 
suit your needs 


wwwAubicsofeventide.com 


Everything you need 
for Mercadian Masques 


Wizards of the Coast Player’s Guide \aunches this fall 


s you gear up for the release 
of the Mercadian Masques 
set this fall, don’t leave the 
store without the first 
edition of Wizards of the 
Coast Player’s Guide, a one- 
stop source for everything you need 
to know about Mercadian Masques. 
The Mercadian Masques guide 
shares a heritage with Duelist maga- 
zine, but it’s focused on giving the 
Magic player all the info on the new 
set, including: 
» Full-color reproductions of each 
card in the set. 
» The designers’ favorite Mercadian 
Masques cards, and top decks from 
the R&D laboratories. 
» The story behind the Mercadian 
Masques set, including a graphic 
novel that brings the cards to life. 


» Collecting and strategy tips, 
including top combos and 
must-have Mercadian Masques 
cards. 
» A price survey of Magic 
cards on the secondary 
market. 
» The Oracle: up-to-date 
card text for every Magic 
card in the Standard tour- 
nament environment. 
Future editions of the 
Wizards Player’s Guide 
will give you the inside 
scoop on new card sets 
for Pokémon and other 
Wizards of the Coast game releases. 
The Mercadian Masques guide goes 
on sale October 4—the same day 
as the cards themselves—at a 
suggested price of $4.95. 
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Kick your friends to the curb 
with inside info in the Mercadian 
Masques Guide, available this fall! 


Wizards lets players computer games Diablo and & Dragons/Diablo Fast-Play | game, with more than 
explore worlds of StarCraft. A strategic part- Game to be included with | 1.7 million copies sold 
Diablo and StarCraft | nership between the creator Blizzard Entertainment’s worldwide. StarCraft was 


Fight the hordes of evil as 
you explore the hallways of 
Diablo. Or battle the fero- 
cious Zerg and cunning Pro- 
toss on a faraway world. 
Wizards of the Coast sub- 
sidiary TSR, Inc. has signed a 
deal with Blizzard Entertain- 
ment to develop paper-based 
roleplaying games for 
Blizzard’s 
highly 


successful 


of the roleplaying game and 
one of the leading computer 
game developers will further 
enhance the interactive fan- 
tasy game experience and 
expose millions of new fans 
to the exciting world of 


| adventure gaming. 


TSR will kick off the 
Diablo adventure game 
line by 
developing a 
Dungeons 


Diablo II computer game. 
Other Diablo products from 
TSR include a D&D/Diablo 
Adventure Game boxed set 
to be released later this year, 


as well as a separate 128-page 
adventure module, with an 
eight-page map book, for 
next year. 

Similar products 
will be produced for 
StarCraft, Blizzard’s 
biggest computer 
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named the bestselling game 


| of 1998 by PC Data. The 


StarCraft world will be 
developed into a StarCraft 
Adventure Game boxed set 
using TSR’s Alternity science 
fiction roleplaying setting. A 


| separate adventure module is 


also planned. 
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Wizards News 


D.C. prepares for first- 
ever team Pro Tour 
Teams have always been a 
part of tournament 

Magic play, 

involving 

everything from 

goofy names to serious 
rivalries. And now, Magic 
teams get their own stop on 
the Pro Tour. 

With the ever-increasing 
popularity of the Magic 
trading card game, Wizards 
of the Coast is preparing the 
debut of the first Magic: 
The Gathering Team Pro 
Tour event. The second stop 
in the 1999-2000 interna- 
tional Pro Tour season, the 
Team Pro Tour event is 
scheduled to take place in 
Washington, D.C., Septem- 
ber 3-5, at the Hilton Wash- 
ington and Towers. 

The Magic Team Pro 
Tour was developed to pro- 
vide players with an alterna- 
tive format to individual 
game play. Additionally, this 
prestigious event offers com- 
petitors the opportunity to 
compete for top rankings 
and cash prizes in profes- 
sional competition around 
the world. 

According to David 
Hoppe, director of Orga- 
nized Play for Wizards of 
the Coast, “Wizards of the 
Coast added the Team Pro 
Tour event to acknowledge 
and enhance the growing 
popularity of team play 
among casual players and 
those training for profes- 
sional competition. It is an 
integral component of 
Magic competition that 
helps players effectively 
prepare for the Pro Tour 
circuit.” 

The new event format will 
consist of three-player teams 
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that qualify in one of three 
ways: by receiving an official 
Pro Tour team invitation, by 
winning a Team 
Qualifier 
tournament 
or by receiv- 
ing a DCI ratings 
invitation. The Pro Tour 
team invitations will be 
extended to any registered 
professional team whose 
individual members’ Pro 
Tour point totals equal or 
exceed 45 as of May 2. Team 
Qualifier invitations will be 
extended to those teams who 
win any one of a series of 


Qualifiers that take place at 


various locations throughout | 


June and July. Finally, the 
DCI players’ organization 
will offer Team Pro Tour 
invitations to the previously 
uninvited three-person teams 
who rank in the DCI top 25. 
Interested players can get 
more information on both 
the Team Qualifier tourna- 
ments and the Team Pro 
Tour by visiting the Wizards 
of the Coast website at 
<www.wizards.com/ProTour>. 


Familiar, yet new: 

it’s the Arena Outpost 
League 

Wizards of the Coast has 
announced the worldwide 
relaunch this spring of the 
Arena Outpost League pro- 
gram for the Magic: The 
Gathering trading card 
game. 

Especially tailored toward 
trading card game players, 
the new Arena Outpost 
League offers a variety of 
program additions: 

* A comprehensive and 
improved prize structure. 
Players who join the Arena 
Outpost League at partici- 
pating retail stores will 


receive a premium version of 
a basic land card. In addi- 
tion, some players will win 
premium versions of cards 
not available anywhere else. 

* Flexible game formats 
that include all existing 
game-play options. Depend- 
ing on the desired format, 
players construct individual 
decks from tournament 
packs and booster packs. 

+ A store-based rating 
system. Players who sign up 
earn points just for playing, 
and those who win earn 
bonus points. 

You can check out other 
games, too—the Arena Out- 
post League is the official 
league for many Wizards 
games, including the Doom- 
town, BattleTech, C*23, 
Xena: Warrior Princess, and 
Hercules: The Legendary 
Journeys trading card games. 

The new program is avail- 
able at various retail loca- 
tions worldwide, offering the 
ideal opportunity for trading 
card game enthusiasts to 
meet other players in 
social and entertain- 
ing play environ- 
ments while 
competing for 
incredible 
prizes. 


Pokémon tournaments 
find wild success 
Within 24 hours of 
announcing Pokémon sanc- 
tioning in April, the DCI 
sanctioned 104 Pokémon 
tournaments! 

Organizers from Canada 
and the U.S. have been quick 


to sanction their tourna- 
ments, which are primarily 
Constructed events (players 
show up with their decks 
already built). 

Tournaments use an 
“age-modified” Swiss system 
to ensure every player gets to 
play throughout the tourna- 
ment, and special prizes are 
available for Pokémon train- 
ers age 11-14 and trainers 10 
and younger. 

For further information 
about Pokémon tourna- 
ments, check out the 
Wizards website, 
<www.wizards.com>. 


Hasbro announces 
new version of Magic 
computer game 

Hasbro Interactive 
announced it plans to ship a 
new version of its Magic 
computer game, Magic the 
Gathering: Gold Edition, 
this fall. 

Hasbro says the new 
edition is a “collector's 
dream,” including everything 
the Magic player needs to 
compete against 
the computer or 
head-to-head with 
human oppo- 
nents on a 

LAN or 

over the 
Internet. 
The game 
contains all the 
cards and features 
from the three popu- 
lar Magic computer games. 
There are also more than 
140 new cards drawn from 
the card game’s Legends and 
The Dark expansion sets, and 
new features such as side- 
boarding, to open up new 
strategies in both single- 
player and multiplayer 
games. 
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POWERFUL ELDAR’ Sigs 
Warriors in an Epic 
STRUGGLE FOR SURVIVAL. 
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95/98 
CD-ROM 


trademarks and Rites of War is a trademark 


are the Propem thet aiepectve holders. 


In a galaxy dominated fe & 
by the uncaring Empire of 4 
Man, the mystic Eldar 
must battle the evil, bio- 
engineered Tyranids®! 


RITES OF WAR” 
thrusts you into the elec- 
trifying WARHAMMER” 
70 diverse 3-D rendered, animated units from 40,000 Universe! Based 

the WARHAMMER® 40,000 universe. on the award-winning 
Panzer General® II 
game system, this 
turn-based strategy 
game is easy to play, but filled with 
deep strategies that are a challenge to master. 
Substantially upgraded from its famous predecessor, 
units are twice as large and animate when they 
move, attack and die. 

And when it comes to battle, you won't be alone — 
cooperative and head-to-head multiplayer support 
will hone your survival skills! 
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Global glory is here. 


Be a part of the new global sport and watch history unfold. 


Magic World Championships. Rise to the occasion. 


August 3-8, 1999 
Pacifico Yokohama 
Yokohama, Japan 


More than 45 countries will 

contend for individual and team 

World Championship titles over five days 
of intense competition. 
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What’s 
Inside 


15 DUELIST PICKS & 
TRICKS 

Combinations from Urza's Destiny 
that'll turn the tables on your 
opponent. 


16 EXTRA PULLED 

by Mark Rosewater 

In our last look at cards that didn't 
make the cut, we create one card 
that does it all. 


18 FORGOTTEN LORE 
by Daneen McDermott 
Learn the lore of Yavimaya, 
Rofellos, and Multani. 


19 HOUSE RULES 

by David Noonan 

Put your friends through the 
ultimate test: the Magic pentathlon. 


20 DECK CLINIC 

by Charlie Catino and 

Mark Rosewater 

A blue/black deck gets surgery 
that's more than cosmetic. 


22 URZA’S DESTINY FAQ 
compiled by Dan Gray 

Here are the questions you'll likely _ 
ask as you open those boosters. 


24 TOURNAMENT NEWS 

by Chris Pikula 

Pro Tour-New York was a humbling 
experience. 


26 MAGIC BOOT CAMP 
by David Noonan 

Ten things your new deck must 
master, 


Forbidden Crypt and 
Donate 

This “hot potato” combo will 
leave your opponent saying, 
“Forbidden Crypt should be.” 
Forbidden Crypt, originally a 
Mirage card and now a part of 
the Classic set, lets you draw 
from your grave- 
yard, not your 
library. But there’s 
a catch: if you find 
your graveyard 

28 ODD MAN OUT empty when you 
by Mike Flores 


Mike looks at the decks thatswept 
the Big Apple. . 


“q 
29 INSIDERTRADING 
by Mark Rosewater | 
How does an idea become a card? 
Ask Mark. 


need to draw, you lose 
the game. Here’s how 
to lock your opponent 
in the crypt: For the 

§ first few turns, play cau- 
§ = tiously, trying not to let 
= any cards get into your oppo- 

= nent’s graveyard. As soon as 
you can, play Forbidden Crypt, 
then play Donate to give it to 
your opponent. Often, your 
opponent will pause, read the 
card text on your “gift,” then 


DAN FRATIER 


look over to his or her empty 
graveyard. Then just say 
“your turn,” and start 
counting the beads 
of sweat on his or 


her forehead. Your 
opponent may be able 
to forestall the 
inevitable for a turn or 
two by playing instants 
during his or her upkeep 
phase, but it’s almost 
impossible for most 
decks to sustain that pace 


color—or if they’re different 
colors, all but the most spec- 
tacular should only require one 
of each colored mana. 

We think about these things 
too—a lot of combos look 
great in theory, but prove 
maddeningly difficult to bring 
into play. Look no further: 


for long. this combo uses two blue one- 

mana-cost commons—it 

Fledgling Osprey and doesn’t get any easier than 

Sigil of Sleep that. Simply play Fledgling 

This combo is for all those Osprey, then enchant it with 

loyal readers who complain Sigil of Sleep. Your new 

that the “Picks & Tricks” “sleepy osprey” can fly over 

combos fall most opposition, and every 


time it connects with your 
opponent, you can bounce one 
of your opponent's creatures. 
Not bad for just two mana. 


Pattern of Rebirth and 
Thorn Elemental 
Speaking of mana costs, don’t 
be alarmed by the 5 @@ cost 
of Thorn Elemental—you 
won't be paying it. During your 
midgame, pick one of your 


more delicate creatures and 


short in one of three criteria. 

* They use too many rare 
cards. After all, not everyone 
has an unlimited Magic card 
budget. 

* They cost too much 
mana to play. By the time 
players get that crucial sev- 
enth land into play, they're 
at 1 life and on the verge of 
losing. 

* The color mix of the 
cards poses dilemmas. Ideally, 
combos share the same 


enchant it with Pattern of 
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Rebirth, which enables you to 
put into play any creature 
from your library if the 
enchanted creature goes to 
the graveyard. Then—and 
this is the fun part—start 
throwing your enchanted 
creature into harm's way as 
much as possible, because you 
want it to die. If your oppo- 
nents are like ours, they'll 
take the bait, and you'll be 
flipping through your library, 
looking for Thorn Elemental. 
And what a remarkable speci- 
men ol’ Thornie is: 7/7, and it 
can't be chump-blocked 
because you can decide 
whether the player or the 
blocking creature receives 7 
thorny damage. 


Treacherous Link 
What price would you be 
willing to pay for a 5/5 crea- 
ture with trample? Not just 
mana cost, mind you—are 


you willing to go the Y) 


distance to 
help out the 
team? If you 
play this 
combo, 

the answer 

is yes. 
Phyrexian 
Negator is one 
of the cheapest 
5/5 creatures ever 
printed at only 

2 @, but it comes 
with a price: you 
must sacrifice a 
permanent for each 
1 damage the 
Negator receives. But 


i) 

4 
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Phyrexian Negator and 


if you enchant it with 
Treacherous Link, you can 
get around this drawback by 
taking that damage yourself. 
That sounds bad, we know. 
Try looking at it this way: 
you've just created a 5/20 
trampling creature. 
The odds are excel- 
lent your opponent 
will succumb before 
you will, especially if 
you play this combo 
early. You can have a 
linked-up Negator beat- 
ing down for 5 damage 
per turn as early as turn 
three. 


Landslide and 
Planar Birth 
Some complain that red 


punch they had in 
days of yore, when 
Lightning Bolt and 
Incinerate ruled the 
land. But new direct- 
damage sorceries like 


ones 
use *. 


Unglued II. 


spells lack the direct-damage 


Landslide can be even more 


cost-effective—if you play 
them effectively, that is. For 
only one red mana, Landslide 
deals 1 damage for each 
mountain you have in play. If 
you're playing a 


of potential 
oomph. You have to sacrifice 
those mountains, of course, 
but that’s where Planar Birth 
comes in. At the end of your 
second main phase, spend 
two mana (obviously not 
from the mountains, right?) 
to bring all those sacrificed 
mountains back into play. 


This is the last “Extra Pulled” column, so I thought I 
sexo 2 would end with a card that I was tempted to put into é 
by Mark Rosewater 


Pa >. 


cee 
hat better way to — 


celebrate our last 


When you use this combo, 
make sure you do things in 
order. First, play all the other 
creatures and sorceries you 
ordinarily would, reserving 
only one untapped mountain 
for Landslide and two lands 
for Planar Birth. Then play 
your Landslide, because 
Landslide doesn’t care 
whether its sacrificial moun- 
tains are tapped or not. 
Then bring ’em back into 
play with Planar Birth, and 
tell your opponent to stop, 
drop, and roll. 


Attrition and Bone 
Shredder 

This combination clears the 
table so fast, your opponent 
will wonder how you got 
access to Wrath of God with 
nothing but black mana. Get 
the Urza’s Destiny enchant- 
ment Attrition out onto the 
table early (like with a turn- 
one Dark Ritual?), then play 
Bone Shredder. When Bone 
Shredder comes into play, 
it'll destroy one of your 
opponent's creatures. Then 
use it as a blocker during 
your opponent's turn. Once 
the combat damage is on the 
stack, pay one black mana 
and sacrifice Bone Shredder 
to destroy a second creature. 
But don't forget: that combat 
damage remains on the 
stack, where it might destroy 
a third creature (if it’s a 
chumpblocker). 


“Picks & Tricks” was written by 
David Noonan, with assistance 
from Will McDermott and Michael 
Mtkaelian. 
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ong ago, after the Ice 
Age, when large 
amounts of water 
reshaped the land, 
the major forested 
river valley of Terisiare became 
Yavimaya, the semi-tropical 
forest island. Many survivors 
of Argoth’s destruction made 
their way to Yavimaya, but the 
real power was Yavimaya’s own 


growing sentience. Yavimaya 
understood that, in order to 
survive, the land would have 
to change. 


Rofellos speaks, 
Multani travels 
After 400 years of evolution, 
Yavimaya received the 
Llanowar elf, Rofellos, in a 
cultural exchange when both 
lands were preparing for the 
Phyrexian threat that would 
wreak more destruction than 
Argoth had suffered. Yavimaya 
learned the Llanowar ways of 
war from Rofellos. The sen- 
tient forest learned quickly and 
changed. She forced rapid, 
accelerated evolution of her 
plant and animal denizens to 
create a natural battle zone. 
Multani traveled 
Dominaria as an extension of 
Yavimaya, inexorably linked 
to her thoughts, to form 
coalitions with the world’s 
other forests. And while 
Yavimaya changed, so too 
did Rofellos. He spent sev- 
eral hundred years as the 
local voice of Yavimaya, 
losing himself to Yavimaya’s 
will. The ever-youthful 
Rofellos gained longevity 
along with maturity and a 
deep connection to the land. 
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Yavimaya: 


Evolution of a Warrior 


Riana Sp 
evolves herself 


Yavimaya didn’t contain the 
sandy beaches most would 
expect on a tropical island. 
Yavimaya’s outermost trees 
evolved into beachfront bar- 
ricades of tangled roots. The 
beach reacted to unfamiliar 
movements by coiling around 
invaders and piercing them. 

Lookout trees grew to 
prodigious heights within 
the forest, allowing the elves 
and other denizens a safe 
location from which to sur- 
vey the forest. Yavimaya 
adapted the succulent foliage 
of all her trees to communi- 
cate via coloration changes. 
The normal green hues of 
the leaves shifted to blue 
wherever non-violent but 
alien movement was de- 
tected. Yellow-gold leaves 
signaled that the forest, 
both flora and fauna, was in 
battle with an invader. And 
wherever a battle was lost, 
black leaves signaled the 
forest’s wounds. At night, 
the glowing pollen of the 
seed torches illuminated 
the forest. 

But Yavimaya used more 
than just coloration changes 
to disclose an enemy’s pres- 
ence. Twenty-foot-high 
hives spawned two species of 
insects that constituted the 
other “eyes of the forest.” 
Marker beetles littered the 
ground. When stepped on, 
the beetles secreted a power- 
fully scented fluid that 
marked the invader. Signal 
bugs were extremely fast fly- 
ers that, when disturbed, 


flocked to the lookout trees, 
thus notifying the elves of 
an alien presence. 

In the end, Rofellos, 
Multani, and Yavimaya 
became parts of a unified 
whole. The following deck is a 
reflection of Yavimaya’s 
finely crafted 


synergy. 


The great thing about playing 
with Legends is they pack a lot 


Forgotten Hore CD Dancen McDermott 


of wallop. The bad thing about 
playing with Legends is you 
get stuck with the extras in 
your hand, doing 
nothing...until Multani comes 
out. Then, every extra Legend 
in your hand beefs up Multani. 

Storm Cauldron does 
double duty here. First, it 

slows your opponent 
immensely, without 
affecting all your mana- 
producing Elves. Second, 
it puts cards back in both 
players’ hands, pumping up 
Multani in the process. 

With all those mana- 
producing Elves, your big 
guys—Multani and Thorn 
Elemental—are playable on 
turn four. You'll never have a 
problem getting the Thorn 
Elemental’s damage through, 
but if your pumped-up 
Multani might be blocked, 
you've got a Taunting Elf to 
distract the blockers. And 
that Elf will live for another 
go, if you spend one green 
mana (now where are you 
gonna find that?) and use the 
Yavimaya Hollow to regen- 
erate it. 

Might of Oaks and Scent of 
Ivy can help you save any of 
your small (but important) 
Elves that have been targeted 
for destruction—or they can 
seal your opponent's doom. 
Scent of Ivy also works well 
with those extra green 
Legends you can’t put into 
play. Hurricanes deal with 
pesky flying creatures and give 
your midgame some oomph. 

And what if your opponent 
has Eradicate, black’s creature- 
destroying “lobotomy” card? 
No problem: Multani is 
untargetable—proof against 
direct damage, Unsummon, 
Pacify, or Eradicate. But you 
can still go get the card with 
Worldly Tutor or Reclaim. 
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ne of the most obscure Olympic events is 
the modern pentathlon, where competitors 


earn points in pistol-shooting, épée-fencing, 
freestyle swimming, equestrian steeplechase, 
and cross-country running. You can complete our Magic pen- 
tathlon in a single afternoon at the game store. 

Ideally, you'll want four, eight, or 16 competitors, because 
the events are single-elimination. If you don’t have four or 
eight, you'll have to work out a “bye” system—award byes 
randomly in the first round and to the lowest point total 
thereafter. 

What you'll need: Five boosters and a tournament pack per 
player, plus stopwatches and plenty of basic lands. Players 
bring their own Standard decks. 


Booster draft. star things off with an old-fash- 
ioned booster draft. Get the unopened booster packs and start 
passing them around thestable. By the end of the draft, each 
player will have 45 cards {Competitors can add as many basic 
lands as they like to mak@a 40-card minimum deck. (For more 
details on how a boostemdtaft works, check out the insert in 
Urza's Legacy booster display boxes or see Duelist #37, p. 46.) 

Seeding randomly, play single-game, single-elimination 
matches until there’s a winner. Each player gets a point for 
every match he or she plays. 


Standard. Now players break out their Standard decks 
and pair off based on how they did during the booster draft 
(so the finalists from tli@€¥Gund face each other again). Again, 
it’s single-elimination. If you have lots of time and a small 
group of competitors, g@’ahead and play best-of-three matches 
with sideboarding afterthe first game. 

Scoring works the same as in the first event: players earn 
a point for each match they play. 


Booster Blitz. Here's where you'll need assistants 
with stopwatches, because the goal of Booster Blitz is to 
play Magic well despite mounting time pressure. Players 
get out the decks they built in the first event and pair off 
according to their point total thus far. Then they'll play 
single-elimination matches, scoring them just as they did 
in the first two events. 

Here's how the timiggWorks: each player gets 10 minutes 
total to play. The clock issfi¢king for that player whenever 
he or she has priority (this)Will mostly, but not entirely, be 
during that player's turn¥"Don't sweat tiny increments of 
time; if a player assigns blockers right away, don’t charge 
him or her for the one second it took. But players who 
agonize over their blocking choices should lose time. 

Players who are out of time can take no voluntary 
actions, but effects mandated by cards in play still go on 
the stack during their turn. There’s one wrinkle: a player 
can “buy” two minutes of extra time by spending a point 
from those they accumulated in the first two events. 


House Rules 


Magic 
Pentathlon 


If both players run out of time, it’s a draw. 
The matches won't take long, so it’s possible to have players 
who've been eliminated act as timers for remaining competitors. 


Switch ’Em Standard. The equestrian event is 


one of the most exciting aspects of the Olympic pentathlon, 
because competitors don’t get assigned a horse until 20 min- 
utes before the steeplechase.begins. Likewise, players in our 
fourth event have to compete with an unfamiliar companion. 
Collect all the Standard decks and assign them to players 
randomly. Players may notgée the contents of their decks 
beforehand—they shuffle blindly before the first game, and 
learn about the deck during play. Seed according to the point 
total, and play single-elimination, single-game matches with 
no sideboarding. Scoring is the usual one point per match. 


Speedy Sealed. The Olympic pentathlon time- 
handicaps runners in the final race to make for an exciting fin- 
ish. Likewise, the Magie pentathlon handicaps players during 
deckbuilding. The leader after four events gets only 10 minutes 
to build a 40-card deck front his or her tournament pack and 
two boosters. The second&place player gets 12 minutes, the 
third-place player gets 14 minutes...you get the idea. 

Play single-elimination matches, but seed the leader against 
the last-place player, second-best against second-worst, and so 
on. Score the fifth event as you did the first four, then add up 

player totals. The player with the most 
points wins! 
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Lf fp) eck Clinic iby) Charlie Catino and Mark Rosewater 


This month we look at a blue/black “Instant Death” 
deck that takes too long to establish control. “And 
once it does, it’s a long time to the finish line,” the 
deck’s designer writes. Two of the cackling mad sci- 
entists in R&D, Charlie Catino and Mark Rosewater, 
rubbed their hands with glee when presented with 


this deck. Pass the scalpel, and let’s start cutting! 


Charlie 


he creator of this deck has hit upon a pretty good 

deck strategy, but the deck itself needs a little work. 

But the problem really isn’t that “it takes too long to 

establish control, and once it does, it’s a long time to 

the finish line.” The first part of that statement is def- 
initely a problem, but the second part is not. As long as you 
gain control and are likely to win, it doesn’t matter a lot how 
long it takes to do so. So I'll focus on taking control, not 
speeding the deck up. 

Overall, this deck is is too color-intensive in both black 
and blue, too scattered, has too much flying, and doesn’t have 
enough stuff to gain control of the game. 

You are way too intense. I think the biggest problem 
with the original deck is that it’s too color-intensive. The 
deck needs to make absolutely sure that it gets black mana 
early, that it has two black mana 
relatively early, and that it has 
two blue mana relatively early. 
You can solve this in one of two 
ways: add more land, or cut 
down one of the colors. 

I did this the second way—we 
need lots of black mana, so we 'TIFACT: 
| Memory Crystal 
| Thran Turbine 
| Tawnos’s Wand 


will only use blue counters that 
require a single blue mana 
instead of two. There are only a 
couple of blue-intensive spells in 
my version, and they are late- 
game cards like Capsize. By the 
time you're ready to play them, 
you'll likely have two blue mana 
anyway. 

Focus your efforts. The 
submitted deck had a lot of dif- 
ferent cards that did similar 
things. While it is good for 
decks to have one of a lot of dif- 
ferent cards, card variety is only 
a good idea if it gives your deck 
extra flexibility. Therefore, I 
added some Tradewind Riders 


| Cloak of 
Confusion 

2 Dark: Ritual 

3 Dauthi 
Mindripper 

2.Duress 

| No Mercy 

3 Order of 
Yawgmoth 

2 Ostracize 

1, Persecute 

» T Unnerve 
» “1 Yawgmoth’s Will 
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and cut a lot of the single discard cards to add three Stupors 
and four Abyssal Specters. 

The discard effect of Stupor helps this deck a lot. Luckily, 
it was rotated into the Classic set! Another discard card that 
helps this deck just appeared in the Urza’s Destiny set— 
Ravenous Rats. This is a very good card because it provides 
both discard and a creature for only two mana. Also, while 
Yawgmoth’s Will is a very good card, it is basically a card- 
drawing card (especially in this deck). Because you are play- 
ing with blue, you can get good card-drawing elsewhere. 

Not enough control is another problem with the submitted 
deck. I added a little bit of creature destruction, more cheap 
discard, cheaper counters, and more creatures. While No 
Mercy is a good creature destruction card, there is only one in 
the deck. If you don’t draw it, you'll find it hard to kill your 
opponent's creatures. Better put more creature destruction 
cards in—it’ll make your deck more consistent. 

Other tweaks. Also, the original deck uses the “per- 
petual” enchantment Launch (it comes back to your hand 
when put into the graveyard). Despondency is a much better 
choice to use with Barrin, Master Wizard, because its ability 
is still useful even if you don’t have Barrin. Too much flying? 
Easy—just remove Tawnos’s Wand and Launch. These were 
replaced with creatures and discard. 

For the sideboard, I put cards in that would be good against 
fast decks (Bottle Gnomes, Bone Shredder, and Diabolic 
Edict) and some good cards that are narrowly focused (Annul, 
Intervene, Deflection, Quash, and Eradicate). 

Overall, the submitted deck had a lot of good ideas and 
was trying to execute an effec- 
tive strategy. With the changes 
we've made, I am sure it will 
accomplish these ends now. 


Mark 


his deck mixes two pop- 


| Barrin, 
Master Wizard 
4 Capsize 
2 Counterspell 
2.4ntervene 
) Rebound 
| Recantation 
2 Rewind 
| Tradewind Rider 
| Volrath’s 
Shapeshifter 
2 Launch 


ular mechanics: discard 
and bounce (returning 
permanents to their 
owner's hand). Discard 
is primarily black, and bounce 
is primarily blue. The two 
mechanics share some synergy 
—the deck can force your 
opponent to discard the cards 
you just bounced back to his or 


SOLD (1 her hand. First, let’s examine 
| Lobotomy which cards support each of the 
two mechanics. 

Dis-card this-card. The 
original deck has six discard 
spells (Cloak of Confusion, 


Unnerve, Persecute, Duress, 


11 Island 
11 Swamp 
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Ostracize, and Lobotomy) and two discard creatures 
(Order of Yawgmoth and Dauthi Marauder). Rather than 
include a few of each, I decided to focus the deck by 
choosing the stronger discard cards and increasing their 
frequency in the deck. The strongest discard cards are 
Duress and Persecute, so I included four of each. I felt 
that both Ostracize and Lobotomy were strong enough to 
include two of each in the deck. Also, I added a little bit 
of repeatable discard with two copies of a card not in the 
original deck: Disrupting Scepter. 

I then increased the number of Dark Rituals to four and 
the Yawgmoth’s Wills to three to help make the discard as 
aggressive as possible in the early game. With a good 
draw, this deck can cripple almost any other deck...espe- 
cially mono-colored decks, thanks to Persecute. 

Boing! For bounce, the original deck features two spells 
(Capsize and Recantation) and two creatures (Tradewind 
Rider and Barrin, Master Wizard). I chose to keep every- 
thing except for Recantation. Then, to increase the amount 
of bounce in the deck, I added Evacuation (which works 
very well with Persecute) and Temporal Adept (the new 
Time Elemental in Urza’s Destiny). Note that all of the 
bounce cards allow you to bounce multiple cards—either all 
at once (Evacuation, for example) or through repeated use 
(like Capsize). 

Control, then smack. The last components the 
deck needs are better board control and a way to win. 
Board control is defined as the ability of a deck to handle 
cards in play. The original deck uses countermagic as con- 
trol. The problem with this approach is that it relies solely 
on bounce cards to deal with permanents once they make it 


CHARLIE’ 
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LANDS (23) 

6 Island 

1\Spawning Pool 

13,Swamp 

3 Underground River 


SIDEBOARD (15) 
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l'Bone Shredder 
4 Bottle Gnomes 
| Deflection 

lL. Diabolic Edict 
2 Dread of Night 
1 Eradlicate 

1 Intervene 

2 Perish 

¥ Quash 


2 Dark Ritual 
2 Despondency 
4 Duress 
. 2 Order of Yawgmoth 
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| Raven Rater 
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into play. I removed all the counters from the deck and 
added two each of Wall of Air, Despondency, and Bone 
Shredder. 

A 1/5 creature with flying, Wall of Air is able to help 
block threats until the deck can bounce them. 
Despondency likewise helps hold off creatures temporarily. 
Because it’s a perpetual enchantment. Despondency works 
well with bounce and combines beautifully with Barrin, 
Master Wizard. The original deck had the same trick, but 
used Launch instead of Despondency. Despondency is a 
better choice because it works defensively. (Launch is all 
about offense.) 

Bone Shredder has two functions. First, its “comes into 
play” effect doubles as Terror, helping the deck deal with 
creature threats. This works very well with bounce cards 
because the deck can keep reusing the Bone Shredder’s 
ability by bouncing it. Second, Bone Shredder can attack. 
With flying for evasion, Bone Shredder can help nibble 


away at the opponent while your discard and bounce are 


4 
busy disrupting him or her. 
Finally, I added a Palinchron to the deck as a way to fin- Hi, 
ish off your opponent quickly. Palinchron works wonderful- i re 
. : . . . 7 
ly in the deck because it can play defense until the deck bas 
asserts control with the discard and bounce. 6” 


The sideboard adds cards to customize the deck against * 
different threats. Engineered Plague, Eradicate, and extra 
Ostracizes should help against creature-heavy decks, and 
Perish is available against mono- or heavy-green creature 
decks. Chill helps against burn or Wildfire decks. 
Counterspell and Quash add a touch of control against a 
variety of slower deck types. 
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General 
Questions 


What does “converted 
mana cost” mean? 

This is the new term for 
what was previously called 
“total casting cost.” It’s the total 
amount of mana in a card’s 
mana cost, regardless of color. 
For example, if a card’s mana 
cost is 2.6 @ @, its converted 
mana cost is 5. 

What does “reveal” mean? 

If a cost or effect instructs 
you to reveal one or more 
cards, show the cards to all 
players. Once they've all had a 
chance to see the cards, put 
them back where they came 
from (usually your hand). If an 
effect instructs players to play 
with their hands revealed, the 
cards stay revealed until the 
effect ends. 

If my hand’s already 
revealed, can I get any 
effect from spells and abili- 
ties that depend on how 
many cards I reveal (such 
as the Scents and Seers)? In 
other words, can I reveal 
cards that are already 
revealed to generate an 
effect? 

Yes. 

What does “haste” mean? 
A creature with haste can 

attack the turn it comes under 
your control. Also, you can play 
its activated abilities that have 
@ in the activation cost. On 
older cards, this ability was 
stated as “unaffected by sum- 
moning sickness.” 


Card-Specific 
Questions 


BUBBLING MUCK 
Does it affect only the 
swamps in play when it 
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resolves, or will it affect a 
swamp I play later in the 
turn? 


Bubbling Muck reads, “Until 
end of turn, whenever a player 
taps a swamp for mana...” 
This phrasing means the spell 
affects players, not swamps, so 
it doesn’t matter when a partic- 
ular swamp was played. 

Will it affect dual lands that 
are swamps, such as 
Badlands? 

Yes. For example, if you tap 

Badlands for @ after playing 


Bubbling Muck, you'll get @@. 


CARNIVAL OF SOULS 
Is this optional? 

No. Each time a creature 
comes into play—even your 
opponents’ creatures—you lose 
1 life and add @ to your mana 
pool. 


COVETOUS DRAGON, 
EMPEROR 
CROCODILE, 
TETHERED GRIFFIN 
What if I don’t control a 
permanent of the appropri- 
ate type for just a brief 
moment (such as during 
the resolution of Living 
Death)? 

The creature’s ability will 
trigger if at any time you don't 
control a permanent of the 
appropriate type—even for a 
moment. 


FALSE PROPHET 
When it goes to a grave- 
yard, will it then remove 
itself or other creature 
cards in a graveyard from 
the game? 

No. False Prophet only 
removes creatures in play from 
the game. Because the Prophet 
itself is already in a graveyard 
by the time its triggered ability 
resolves, it will not be removed. 


FLEDGLING OSPREY, 
METATHRAN ELITE 
What does “enchanted” 
mean? 

A permanent is enchanted if 
it has a local enchantment 
(such as an enchant creature 
card) attached to it. 


FLICKER 

What happens to counters, 
local enchantments, and 
changes to a permanent’s 
characteristics (such as 
color) when it’s rernoved 
from the game and then 
returned to play? 

Flicker essentially “resets” the 
target permanent. All counters 
are removed. Local enchantments 
are left in play with nothing to 
enchant, so they're destroyed. 
All characteristic changes 
(such as color or word changes) 
are removed. The permanent 
returns to its base characteris- 
tics, and any “comes-into-play” 
abilities will trigger when the 
permanent returns to play. 


GOBLIN FESTIVAL 
When do I have to flip the 
coin? 

Flipping a coin is part of the 
ability’s resolution. 

Let’s say I activate the abil- 
ity several times in a row. 
Then the last one played 
resolves and I lose control 
of Goblin Festival. What 
happens? Do the rest of the 
coin flips and damage 
occur? 

Yes. Even if you lose control 
of Goblin Festival when the 
ability on top of the stack 
resolves, the other abilities 
waiting to resolve will do so 
normally—the damage will be 
dealt, you'll flip a coin, and so 
on. If you lose the coin flip 
while you don’t control Goblin 
Festival, an opponent of your 
choice will gain control of it 
(which means nothing happens 
in a two-player game because 
you have only one opponent). 


LURKING JACKALS 

If my opponent’s life total 
goes back above 10 after 
Lurking Jackals becomes a 


creature, does it revert to 
being an enchantment? 

No. Lurking Jackals has an 
ability that triggers when an 
opponent has less than 10 life. 
Once this ability resolves, the 
Jackals becomes a creature; the 
card doesn’t have an ability that 
enables it to become an 
enchantment again. 


MARK OF FURY 

Let’s say I enchant a crea- 
ture with Mark of Fury, 
then the enchanted crea- 
ture is destroyed (Mark of 
Fury goes to my grave- 
yard). Will Mark of Fury 
still return to my hand at 
end of turn? 

No. The triggered ability 
that returns Mark of Fury to 
your hand can’t trigger while 
it’s in your graveyard. 


MASK OF LAW AND 
GRACE 

If an effect makes the 
Mask a red or black card, 
or if the word “black” or 
“ved” is changed to “white” 
by an effect like Sleight of 
Mind’s, will the Mask 
destroy itself? 

Yes, because it doesn’t have 
the clause that prevents the 
protection it grants from 
destroying it. 


MULTANI’S DECREE 
Will I still gain life if one of 
the enchantments is a crea- 
ture and it regenerates? 

No. Under the new rules, 
regeneration generates a 
replacement effect—it replaces a 
creature’s destruction. Because a 
regenerated permanent isn't 
ever really destroyed, you won't 
gain any life. 


OPALESCENCE 

Will it cause enchantments 
to lose their abilities, like 
Titania’s Song does to arti- 
facts? 

No. Opalescence says noth- 
ing about removing abilities. 
Can I attack with an animat- 
ed enchantment during the 
turn in which Opalescence 
comes into play? 
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Yes, provided you con- 
trolled that enchantment 
at the beginning of your 
turn. 


PLOW UNDER 
Who decides in what order 
the lands go back on top of 
their owner’s library? 

The lands’ owner decides. 


POWDER KEG 

Is this card miswritten? 
Shouldn’t it read, “equal to 
or less than”? 

No. Powder Keg destroys 4 
only artifacts and creatures 
with converted mana cost 
exactly equal to the number 
of fuse counters on it. 


QUASH 

Won’t the spell being coun- 
tered end up in its owner’s 
graveyard, not removed 
from the game? 

No; the countered spell wi// 
be removed from the game. 
Because the first clause on 
Quash is “Counter target 
spell,” the spell will be coun- 
tered and put into its owner's 
graveyard before the rest of the 
effect occurs. 


RAYNE, ACADEMY 
CHANCELLOR 
Can I draw two cards ifa 
single spell targets me and 
one of my permanents, or 
two of my permanents? 

Yes. Rayne’s ability triggers 
each time you or a permanent 
you control becomes targeted, 
even if one spell or ability has 
more than one target. If your 
opponent targets two creatures 
you control with Sick and 
Tired, for example, you may 
draw up to two cards (or up to 
four if Rayne is enchanted). 
Does Rayne’s ability let me 
draw as many cards as I 
want? It reads, “Whenever 
you or a permanent you 
control is the target ofa 
spell or ability controlled 
by an opponent,” which 
means the ability triggers 
countless times, right? 

No. Rayne’s ability should 
read, “Whenever you or a per- 


manent you control decomes the 
target of a spell or ability con- 
trolled by an opponent 

This wording prevents the abil- 
ity from triggering countless 
times. 


REPLENISH 

Who chooses the target for 
local enchantments 
returned to play with 
Replenish? 

Replenish’s controller chooses. 
If the only legal target fora 
returning local enchant- 
ment is an opponent’s per- 
manent, can I just leave it 
in my graveyard? 

No. You must return each 
enchantment to play that can 
be returned, even if it means 
enchanting an opponent's per- 
manent. 


SCENTS OF BRINE, 
CINDER, IVY, 
JASMINE, AND 
NIGHTSHADE 
When do you choose which 
and how many cards to 
reveal? 

It’s part of the resolution, so 
you both choose and reveal 


—' 
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Tethered Griffin's ability will trigger if at any 
time you don't control a permanent of the 


appropriate type—even for a moment. 


when the spell resolves. Note 
that this applies to the Seers’ 
abilities as well. 


STORAGE MATRIX 
What exactly does it do? 

Its effect replaces the untap 
action of each player's normal 
untap step. The player chooses 
one of the three permanent 
types and only untaps those 
permanents. No other perma- 
nents untap during the untap 
step as long as Storage Matrix 
is in play. 


THORN ELEMENTAL 
Can I divide the 
Elemental’s damage 
between its blockers and 
the defending player? 

No. When you get to the 
combat damage step, you must 
choose to deal the Elemental’s 
combat damage to either the 
blockers or the player, but not 
both. (If you choose blockers, 
you're free to divide the dam- 
age among them.) 

Can I still have the 

Elemental deal damage to 
the defending player if all 
creatures blocking it have 
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left combat before the 
combat damage step? 
Yes. 


TREACHERY 
Do the errata to 
Cloud of 
Faeries, 
Palinchron, 
and so on 
apply to 
Treachery? 
Yes. Treachery should read, 
“When Treachery comes into 
play, if you played it from your 
hand, you may untap up to five 
lands.” 


TRUMPET BLAST 
What exactly does it affect? 
It works like Giant Growth 
and not like Orcish Oriflamme. 
In other words, each creature 
attacking when Trumpet Blast 
resolves gets a “You have +2/+0 
until end of turn” bonus. 


URZA’S INCUBATOR 
What can I choose as a 
creature type under the 
new rules? 

You may choose any single 
word that doesn’t have another 
technical meaning in the 
Magic rules. If a creature 
you're thinking of playing has 
more than one creature type 
(such as Rofellos, Llanowar 
Emissary, which is an Elf 
legend), you can only choose 
one of them. 

Are multiple Incubators 
cumulative? 

Yes. They're also cumulative 
if each of a creature’s two 
types match an Incubator. 

For example, if two Incubators 
were in play, one set to “Elf” 
and one set to “legend,” 
Rofellos—who is an Elf 
legend—would cost 4 less 

to play. 


WAKE OF 
DESTRUCTION 
If I destroy a forest, will 
this destroy a dual land 
that’s a forest, such as 
Bayou? 

No. Wake of Destruction’s 
effect depends on only card 
names, not land types. 
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Tournament News 
The Mighty Are Humbled 


at Pro Tour—New York 


WH he real Team Pro Tour may not be for a few months, but Pro 


i @ Tour—New York (or as some astute geographers noticed, New Jersey) 


featured a new height of team playtesting. Large groups of Magic 


players chose to form “superteams” to get ready for this tourney— 


playtesting alone or even in a small group seems to have become a 
thing of the past for Pro Tour veterans. 
One team, the “Uberteam,” stood out above the rest in terms of expe- 


rience and previous success on the Tour. The Uberteam was composed of Team 


Deadguy (of which I’m a founding member) and Team CMU, along with some other 


| associates like Pro Tour-Los Angeles winner Steve O’Mahoney-Schwartz. Most 


| people thought the combination of the two most successful teams in Magic along 


# with help from some other strong players would simply be too much for the rest of 


the competition to overcome. In theory, the Uberteam was just too tough. 


| And you were all so 
worried... 
Homer Simpson once said, “In 
} theory, communism works. In the- 
ory.” I don’t know about commu- 
nism, but the Uberteam was the 
biggest flop since the Honey, I 
Shrunk the Kids television series. 
While we were busy stinking up 
the place, the team known as The 
Jumble was crushing the competi- 
tion. The Jumble put four players in 
the first nine spots—winner Casey 
McCarrel, runner-up Shawn Keller, 
quarterfinalist Terry Tsang, and 
ninth-place finisher Ryan Fuller. 
This was simply the most dominat- 
ing performance by one playtest 
group I’ve ever seen at a tourney, and 
I was quite impressed. Also deserv- 
ing credit are the primary deck 
designers for The Jumble: Ben 
Rubin, Lan Ho, and Donnie Gallitz. 


The bigger they 
are... 

Though he did a great job in deck design, 
Rubin was one of many “name” players to 
do poorly in New York. It certainly wasn’t 


3% just the Uberteam: Darwin Kastle, nor- 


mally the most consistent player from the 
Boston area, was overshadowed by the 
great performances of his Your Move 

* Games teammates. David Humpherys 


and Rob Dougherty both made the Top 8. 


24 AUGUST 1999 DUELIST 


I could write 


a book of theories on why 


some teams did poorly while 
The Jumble and Your Move 


Games excelled. Instead, 


I’ll just congratulate those 


players on a job 


well done. 


The pride of California, Brian Hacker, 
picked up the first hat trick of his Pro 
Tour career, going 0-3 before dropping 
out. Personally, I feel Hacker over- 
achieved; I really thought his deck was 
more of an 0-5 deck. 


Superteams Mogg Squad and The 
Legion had a fairly average performance in 
New York (highlighted by Zvi 


) Chris Pikula 


Mowshowitz’s makeover and Top 8 finish), 
breaking their feast-or-famine trend. I find 
the rosters of Mogg Squad and The Legion 
to be confusing—I don’t really know where 
one begins and the other one ends; I’m told 
that Mogg Squadders Gary Wise and 
Sigurd Eskeland feel the same way about 
lunch and dinner. 


Analysis? Nah—let’s 
road trip! 

Overall, Pro Tour-New York had 
what I’ve come to expect from a 
Pro Tour: some great perform- 
ances from some great players 
and some terrible performances 
from some great players. I could 
write a book of theories on why 
some teams did poorly while 
The Jumble and Your Move 
Games excelled. Instead, I’ll just 
congratulate those players on a 
job well done. 

There are times when nothing 
brightens the mood like a good 
old-fashioned road trip—and that 
is just what I had planned. Worth 
Wollpert, Brian Hacker, David 
Price, Igor Frayman, Gabe Higa, 
and I (all day-one casualties on 
the Pro Tour) decided to make the 
trip south to Atlantic City to lose 
our sorrows among piles of poker 
chips and complimentary bever- 
ages. If you've never gambled with 
the Southern California players, 
then you haven't really experienced 
the Pro Tour (this rule applies to 
Magic players over age 21, of course). You 
experience even more if you rent a seedy 
hotel room with those same players from 7 
A.M. to 1 P.M. on a Saturday. 

The trip wasn’t financially successful, but 
it was certainly more fun than being 
reminded about how poorly I did in the 
tournament. The highlight of the trip was 
meeting a creature at the poker tables. It 
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was a creature I had only read about in 
comic books: the Erik Lauer/Mike Long 
combo-clone. This creature, in between 
claims of “I never bluff,” displayed charac- 
teristics reminiscent of both Lauer and 
Long. His attempts to rattle his opponents 
by claiming his IQ was 179 was the perfect 
mix of Lauer and Long strategies. If this 
beast ever takes up Magic, he will certainly 


prove to be a fearsome competitor. 


Hi, my name is Chris 
and I was on the 
Uberteam... 

When we finally arrived back at Pro 
Tour—New York, things were much as we 
expected. Team drafts were going on all 
over (many in preparation for the Team 
Pro Tour), and old-school draft legends 
such as Gabe “The Juggernaut” Tsang 
were making appearances. Talks of the 
Zvi makeover could be overheard, and 
the always-reliable Skaff Elias was over- 
seeing the night's events. I had to go to 
bed so I could wake up and do the finals 
commentary on Sunday, but I evidently 
had plenty of time to be the object of 
some good-natured ridicule about the 
Uberteam’s poor performance. I think it 
is going to be awhile before we stop 
hearing about our performance. 


Duelist editors suspect that poor command 
of German cost the Uberteam dearly. Don't 


forget your umlauts, guys. 


Top decks from Pro Tour-N.Y. 


Casey McCarrel’s winning deck 


stute Magic 

players will 

note that the 

finals match 

between Casey 
McCarrel and Shawn 
Keller was a “mirror 
matchup”’—the two play- 
ers played nearly identi- 
cal decks. McCarrel had 
one Stroke of Genius 
while Keller had one 
more Remote Isle, but 
the main decks were oth- 
erwise identical. 

Red/blue decks like 

McCarrel’s were com- 
mon at the tournament. 
The deck relies on cheap 
artifacts to power 
Tolarian Academy and 
provide raw material for 
Tinker. Tinker sacrifices 
an artifact in play, bring- 
ing any artifact from the 
library into play. With 
this deck, that artifact is 
usually a Phyrexian 
Colossus or Phyrexian 
Processor. Few oppo- 
nents can handle either 
in the early game. 


CREATURES (3) 
I Crater Hellion 
2 ~~ Phyrexian Colossus 


SPELLS (32) 

Arc Lightning 
Confiscate 

Grim Monolith 
Mishra’s Helix 
Phyrexian Processor 
Ring of Gix 

Stroke of Genius 
Temporal Aperture 
Tinker 

Voltaic Key 
Wildfire 

Worn Powerstone 
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LANDS (25) 


6 
13 
! 
! 
4 
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Island 

Mountain 

Remote Isle 
Smoldering Crater 
Tolarian Academy 


DEBOARD 
Confiscate 
Hibernation 
Meltdown 
Morphling 
Rack and Ruin 
Shivan Hellkite 
Weatherseed Faeries 


Zvi Mowshowitz’s 
“Zero Effect”’ 


ero Effect 

also relies 

on the syn- 

ergy 

between 
artifacts and 
Tolarian Academy. 
In this case, one of 
the key artifacts is 
Fluctuator, which 
reduces cycling 
costs. This enabled 
Mowshowitz to run 
through his deck 
quickly, getting his 
artifacts and 
Tolarian Academy 
into play at top 
speed. Then a mas- 
sive Stroke of 
Genius finished off 
his opponents. 
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CREATURES (5) 


4 
I 


SP 
4 
4 
4 
3 
2 
2 
4 
3 
4 
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Cloud of Faeries 
Palinchron 


ELLS (31) 
Fluctuator 
Frantic Search 
Grim Monolith 
Lingering Mirage 
Opportunity 
Rescind 
Stroke of Genius 
Thran Turbine 
Voltaic Key 
Yawgmoth’s Will 


LANDS (24) 


S$ 
4 
2 
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Blasted Landscape 
Drifting Meadow 
Island 

Polluted Mire 
Remote Isle 
Smoldering Crater 
Tolarian Academy 


IDEBOARD 


Hibernation 
Island 
Miscalculation 
Opportunity 
Power Sink 
Rescind 
Turnabout 
Yawgmoth’s Will 
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Magic Beot Camp 


Ten Tricks Your 


Deck Must Handle 


Atten-HUT! 


Fall in, recruits—it’s time for more 
Magic training. Today Sarge is gonna 
take a look at those decks you've been 
building. PRE-sent DECKS! 

Hmm. These decks are without a 
DOUBT the MOST 
[Editor's note: If you think we're going to 
print what Sarge said, think again]. 


| In all my days I’ve never SEEN such — 
t [Again, you don't want to know. I've never 
4 seen the Word spellchecker blush before]. 


Listen up: Magic deckbuilding ain’t 


Same casy, because there are a lot of tricks out 


there. After a while, you'll know what to 
expect when you meet the enemy at the 


§ game store. We call that the “local envi- 


; ronment,” and figuring out what deck 
{ 


will dominate that environment is called 
the “metagame.” 

Until you're a metagame expert, you 
recruits better check your brand-spankin’ 
new decks against this list. Just ask 
yourself how your deck will handle... 

... The weenie rush. No, that ain't 
what it means. Weenies are little one- 
m™ and two-mana-cost 
creatures. The 
enemy might 
spring a deck on 
you that’s full of 
the little suck- 


a Siasy: \ 


ers, and regular decks can't block ’em all. 

...Evasion creatures. These are the 
annoying creatures with flying, shadow, 
landwalk, and all that other weird stuff 
you read about in the rulebook. Much 
as Sarge loves a good, old-fashioned 
ground-pounder, you better have a way 
to deal with the air force. 

...Mass destruction. Here are the 
two most basic examples: Wrath of 
God, which destroys all creatures, and 
Armageddon, which destroys all lands. 
And there are others out there. I’ve seen 
folks cry as they scooped all their pretty 
cards off the table. 

...Direct damage. Nothin’ says spicy 
lovin’ like old-school direct damage. 
Talk all you want about the metagame 
and card advantage. When you have 0 
life, you ain't talkin’ much at all. 

...Passive decks. There are a lot of 
Magic vets out there—you know the 
type—whose decks don't do anything. 
They just stop all your stuff with coun- 
terspells, and they play enchantments 
that slow your plans to a crawl. After 
about an hour of this, you're out of 
tricks, so they play a single Morphling 
and smack you around with it. 

.. Wacky combos. Again, these are as 
old as Magic, and there are a million 
out there. Most 


or enchantment 
cards, though, and 
that’s generally 
where you can 
disrupt ‘em. 
...Lockdowns. It’s 
frustrating to be unable 
to untap your lands or 
attack with your creatures 
or play your cards in the 
first place. 
Again, it’s probably 


an artifact or an 


rely on a combi- 
/ nation of artifacts 


by) David Noonan 


enchantment that’s locking you down. 

...Graveyard recursion. Recursion is 
just a fancy way of saying that stuff 
comes back. Graveyard recursion means 
that the enemy’s creatures don't stay 
dead, and you may see those annoying 
sorceries and instants again, too. 
Veterans sometimes send their own stuff 
to their graveyard on purpose—that 
way, they can bring it back, taking 
advantage of neat effects that happen 
when they bring the card into play or 
avoiding paying its mana cost. 

... The Millstone. It’s one of the old- 
est Magic tricks in the book. A lot of 
recruits forget that you lose if you can’t 
draw a card. But veterans never forget, 
and they'll use tricks to deplete your 
library. They call that “milling” because 
Millstone was one of the first Magic 
cards with a library depletion ability. 

... The thousand-card Stroke of 
Genius. While Millstone decks are as 
old as Magic, Stroke of Genius from 
the Urza’s Saga set has only been the 
victory card of choice for about a year. It 
capitalizes on the same winning condi- 
tion as Millstone: running you out of 
cards. A lot of folks just figure out a 
way to get loads of mana, then win by 
“stroking you.” And quit your giggling 
back there—I 4now what it sounds like. 
You wanna lose to that? 


Got answers? 


Some decks answer every question in 
the same way. A “permission” deck uses 
a lot of counterspells, so it’s OK to 
answer “I counter that” for every situa- 
tion above. And there are whole cate- 
gories of “beatdown” decks that answer 
“I speed right past it.” If your deck han- 
dles every threat in the same way, 
though, it had better be a focused deck. 
And focusing your deck is what deck- 
building is all about. 


Dis-missed! 
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AVAIN'G GAME 


: 1 the action of the w 
famous comics with t | 
iverse Roleplaying Gai n 


7 Pavia $28.95 -— The Deluxe Box Set, 

7 Thwart toplayyouhave $35.00 — This new 

toknow the rules. The rulebook game features an easy- 

contains 256 pages (128 in full to-use, fast-moving 
sa i Fbtced with everything you need tocreate your system. You get the 
2 adventures. And there’s plenty of new andclas- rulebook, a custom 
by your favorite DC artists. dice set, the Varrator’s 


lero Dice, $5.95 — Images of famous DC Screen and compan- 


acters on the dice make the game easier and 10M book, and an ex- 
exciting to play clusive poster of the 


; box set’s stunning 
Yarrator’s Screen, $12.00 — Filled with fre- 


cover painted by 
1 quently referenced charts along with a 64-page book —fan._favorite artist 


of additional game material and a new adventure. Joe DeVito. 


* 


Check out all of West End Games’ products and keep up to date on what’s new with the 
DC Universe Roleplaying Game by visiting our Web site at www.westendgames.net. 
Get the latest info on your favorite characters and comic books 
at the DC Comics Web site, www.dccomics.com. 
W WEST END GAMES/ YETI 
La RR 3 Box 2345, Honesdale, PA 18431 * Phone: 570-253-6990 * Fax: 570-253-5104 * Email: WEGSales 


All characters, names, indicia, and related material are TM & © 1999 DC Comics. All Rights Reserved.The D6 SYSTEM is a trademz 
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~ Survive and Conquer! 


That was the message of Thumans, | 
and that is the law. 


Zoon pits two warlords in a strategy-based card 
game. Each 33-card deck comes with two warring 
tribes ready for the battle of the century. 


Available at hobby stores everywhere! 


=.» WEST END GAMES/YETI 


TM & © 1999 West End Games, Ltd. Patent Pending | 


Odd Man Out 


by] Mike Flores 


(Pro Tour—-New York Edition ) 


s I write this, I’ve just 
returned from Pro 
Tour—New York 99, 
where I proved to be 
Radiant’s Dragoons 
..With a 2-5 record. And like 
the Dragoons, I have “echo,” 
S because I have to qualify 
for the next Pro Tour stop! 


WHAT’S UP: 
Reversal of 
Formats 

Blue and red are widely con- 
sidered the weakest colors in 
Urza's Saga Limited play, due 
to the depth of the card base 
in green’s creatures, white’s 
tricks, and black’s removal and 
evasion. But the Urza’s 
Saga—Urza’s Legacy 
Constructed format seemed to 
be all about blue and red. 

The power cards in these 
colors all happen to be rare 
(Crater Hellion, Morphling, 
Stroke of Genius, Tolarian 
Academy, Wildfire, and more), 
which makes centering a draft strategy 
around blue or red contingent on open- 
ing a booster with a power card. But in 
Constructed formats, in which a player 
can choose all the cards, exploiting the 
broken rares is much easier to do. 


WHAT’S IN: 
Tolarian Academy 
One of the main power cards in the 
Pro Tour was Tolarian Academy. 
Though banned in Extended and 
Standard formats, the Academy 

was present in most decks at 

= Pro Tour—New York. Not only did 
the blue-based Stroke of Genius 
decks and the blue/red Tinker decks 
abuse the Academy, but even green 
beatdown decks at least sideboarded it. 
Using Crop Rotation to search their 
library for an Academy, the green 
decks would put one on the board 
simply to prevent an artifact-heavy 
opponent from using one! 
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tion deck, “Zero Effect” was 
best represented by Zvi 
Mowshowitz’s third-place 
finisher. This deck used 
Fluctuator and cycling cards 
to search quickly for cheap 
artifacts and Tolarian 
Academy. Soon after, the 
Zero Effect player would 
generate a ton of mana with 
the Academy and defeat the 
opponent with Stroke of 
Genius. One of the coolest 
cards in the deck was the 
cycling spell Lingering 
Mirage, which could also be 
used to answer an opponent's 
Academy! 

Sefior Stompy: The 
mono-green weenie beatdown 
strategy appeared in force at 
Pro Tour—New York and was 


QUOTE OF THE MONTH 


“There’s a reason those cards are 


Tolarian Academy in the Zero Effect deck. 


WHAT’S OUT THERE: 
Decks from 

the Pro Tour 

Tinker: A blue/red utility deck, this 
design came in one of two main forms. 
A version with Citanul Flute to search 
for utility creatures was represented in 
the Top 8 by Rob Dougherty and 
David Humpherys. Dubbed the 
“Utility Belt,” this deck could search for 
cards like Raven Familiar, Viashino 
Heretic, Avalanche Riders, or whatever 
was needed for the situation. 

A more common version, played by 
winner Casey McCarrel, finalist Shawn 
Keller, and quarterfinalist Terry Tsang, 
ran Confiscate as a blanket answer 
(especially to opposing Academies), 
and Wildfire as a global reset. 

Both versions of the Tinker deck use 
Tinker to search through the library for 
a huge threat, usually Phyrexian 
Colossus or Phyrexian Processor. 

Zero Effect: A complex combina- 


banned in Type II, Mike.” represented in the Top 8 by 
—Worth Wollpert, referring to Christian Liihrs. 
the incredible power of Fluctuator and 


STORY OF 
THE MONTH: 


A Free Control Magic 
Eric Phillipps, the 1998 Northeast 
Regional Champion, had not played 
Magic for nearly a year. Returning to 
the Pro Tour scene just because he goes 
to school at nearby Columbia 
University, Eric was nonetheless on 
track for one of his finest Pro Tour fin- 
ishes to date. His opponent: Justin 
Gary, 1997 U.S. National Champion. 

Eric’s mono-green Sefior Stompy 
deck exploited a bad draw by Justin’s 
Utility Belt deck to take the first game. 
And Eric opened up aggressively for 
more of the same in game two, with an 
early Wild Dogs. 

Justin then made a huge play the 
next turn, playing and sacrificing Claws 
of Gix to gain 1 life. During Eric’s 
upkeep, Wild Dogs transferred to 
Justin’s control. It was like a free 
Control Magic! The former U.S. 
National Champion went on the come- 
back trail, winning the match. 


SCOTT FISCHER 


€) Mark Rosewater 


72 ) any players ask me 
: Wy how ideas become 
oH _ cards. Here’s an 

: e a explanation of key 
me WG cards from Urza’s 


- 


RED 


Destiny that I hope will give 
you some insight into the 
creative process. 


DONATE 


I created this card before I 
came to Wizards. I’ve always 
liked decks that win in an 
original way—like a 
blue/black reanimator deck 
with Juxtapose and Gauntlets 
of Chaos that won by giving 
my opponent undesirable 
creatures. On turn four, for 
example, the deck could 
exchange a tapped Force of 
Nature enchanted with Spirit 
Link and Dance of the Dead 
for one of my opponent's 
creatures. Donate is a simple, 
elegant way to make decks 
like this without having to 
find swapping mechanisms. 
Donate has spent time in the 
design phase of numerous 
sets (everything from the 
Tempest set through Urza’s 

’ Legacy) but always got cut for 


various reasons. 


haste (the ability to ignore 
summoning sickness) to one 
creature a turn. Originally, I 
tried the card as a global 
enchantment, but the word- 
ing was always awkward. 
Then I stumbled onto mak- 
ing it a creature enchantment 
that popped back to its 
owner's hand at end of turn. 
This fit the idea—and gave it 
a twist from previous cards 
that gave creatures haste. 


OPALESCENCE 


Every set needs a few wacky, 
game-altering cards. Luckily, 
these are my personal 
favorites—these cards are a 
chance for players to get cre- 
ative. Opalescence came from 
a thought I had when I first 
saw the card Titania’s Song 
in the Antiquities expansion. 
Excited by the idea of attack- 
ing with my artifacts, I then 
wanted to be able to attack 
with my enchantments. 
(Living Lands already 
enabled me to attack with 


' Ae lands.) With each new set, 


I waited patiently for this 


| ability. Finally, I realized it 
| wasn't going to happen and 


took the necessary steps 
(securing a job in Magic 


> R&D and waiting for my 


chance). Then Bill Rose let 
me design a set, and my plan 
came to fruition. I hope you 
all enjoy attacking with your 
Orcish Oriflammes. 


POWDER KEG 


Magic has numerous mass- 
destruction cards. I was inter- 
ested in creating a card that 
allowed a player to destroy a 
narrow band of cards. Called 
Nevinyrral’s Pinpoint Disk in 
design, Powder Keg can 
threaten one range of cards at 
a time. Once it grows, it no 
longer has the ability to 
destroy things beneath its 
destruction level. During 
development, there was talk 
of making this card destroy 
cards with mana cost equal to 
or less than the numbers of 
counters on Powder Keg, but 
I preferred that players expe- 
rience a new type of card 
rather than make a weak 
Nevinyrral’s Disk variant. 


RAYNE, ACADEMY 
CHANCELLOR 

I've always liked Reparations 
from the Mirage set and was 
always upset that it rarely saw 
play. To improve it, I put it 
on a creature, made the effect 
work whenever any perma- 
nent you control is targeted, 
and added the extra “if 
enchanted” bonus to let you 
draw even more cards. 
Continuity liked the card 
enough that they asked to 
turn it into Rayne, the spouse 
of Barrin, Master Wizard. 


REPLENISH 
In Magic, there are several 
cards that enable you to 
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bb was a way to 
encourage players to build 
a deck with a lot of 
enchantments. For an 
example, see a heavy 
enchantment deck with 
Replenish on p. 54. 


SCRYING GLASS 
Cards that add a little bit of 
fun to the game are also 
enjoyable to design. One of 
my favorite cards from 
Tempest was Grindstone, 
because it created excitement 
whenever it was activated. 
Scrying Glass is similar. 

“Do you have two red cards?” 
“Go fish.” 


STORAGE MATRIX 


This card was originally 
designed for the Duplicate 
Limited portion of the 1998 
Duelist Invitational. When 
Bill Rose saw the card list, I 
learned some of the “made- 
up” cards were ‘oo good. Bill 
asked me not to use the cards 
at the Invitational, because he 
wanted to put them into a 


future Magic set. 
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aes Match the Magic: The Gathering®—Ursa’s 
7 theme deck to the R&D mastermind behind it 
could win an online chat with all four of the designers. 

Just use the clues below to figure out which 

~ deck goes with which designer, and send in your entry today. 


Henry Stern 


Former Occupation: Aerospace engineer 
Previous Development: Tempest™, Stronghold™, Exodus™, Ursa’s Saga™, Ursa’s 
Legacy™, and Ursa’s Destiny 


——- 


“I have recently discovered the rattus ravenous, a strain of rodent that has the 
ability to devour cards from opposing players’ hands. To qualify this ability, I 
devised a deck that would lend itself to discord, entropy, and the god-awful smell 
of rats. 


Needless to say, I was quite pleased with the results.” 


Mike Elliott 
Age: 37 

Former Occupation: Pathology lab tech 

Previous Development: Alliances™, Tempest, Stronghold, Exodus, Ursa’s Saga, Ursa’s 
Legacy, and Ursa’s Destiny 


“The fusion of combos fascinates me. I love applying arsenic and basil oil to atomic 
singularities. Just to shake things up, I recently attempted to prove that certain 
creatures could become catalysts for deadly, freaky, shamefully wicked combos. 
The test results are very encouraging. 


Tomorrow, | plan to test the pain threshold of lemons.” 


Paul Peterson 

Age: . 

Former Occupation: Wizards of the Coast® Customer Service rep 

Previous Development: Fallen Empires™, Ice Age™, Alliances, and Urza's Destiny 


“Nature teaches us the survival of the fittest. Spaghetti westerns teach us the survival 
of the quickest. Where do Nature and Eastwood meet? Within the deck I have 
created. Of course.” 


. . 
Charlie Catino 
Age: 32 
Former Occupation: Animal learning lab tech 
Previous Development: Homelands™, Alliances, Mirage™, Visions™, and Urza's Destiny 


“I have devised a juggernaut delivery system. Some people would call it a ‘deck.’ 
Some people are fools. I believe in the immutable power of the gargantuan. 
Momentum. Inertia. These are two of my favorite things.” 


A display box of Urza’s Destiny boosters, 4 autographed theme decks from the game inventors, an 
Urza’s Destiny notebook and pages donated by UltraPro, and participation in a private chat-room with 
the 4 members of the R&D team who created the theme decks. 


H H 20 Urza’s Destiny boosters, 1 theme deck, and participation in a private chat-room with the 4 members 
5 First Prizes of the R&D aca ben created the theme decks. 


10 Second Prizes 5 Urza’s Destiny boosters, 1 theme deck, and participation in a private chat-room with the 4 members 
of the R&D team who created the theme decks. 


Gathering, Urza's Des 


CONTEST RULES 

No purchase required. Mail entries Yo the Duelist 
“Match Wits” Contest, Wizards of the Coast, Inc., P.O. Box 707 
Renton, WA 98057:0707, U'S.A. No mechanical reproductions of 
completed forms willbe accepted, but you may photocopy the 
entry form before filling it out. Based on the clues aa the 
Research and Development team member with the deck shat he 
created.-Aibéntries myst be postmarked by August/2 , 1999. 
Winners will) be selected at random from among all/¢orrect and 
eligible entries by Wizards of the Coast (“Wizards"), atthe offices 
in Renton, Washington, on or about August 6, 1999, andnotified 
by mail within approximately thirty days of drawing: Entries will 


“Battle Surge” 
A virulent strain of red 
creatures with haste 
provide the main attaek 
while blue stalling taeties 
keep the opposition 
stymied. 


not be acknowledged, will become exclusive property-of Wizards 
and will not be returned. 

Odds of winning depend on total number of eligible 
entries received from all magazine contest entries . Grand Prize: 
One ~ box of Urza’s Destiny boosters, 4 autographed 
theme a from the game inventors, an Urza’s Destiny 
nlotebook-and pages donated by UltraPro, and participation 
in o private Shetcoctl with the 4 members of the R&D 
team who created the theme decks. First Prize: (5) 20 
Urza’s Destiny boosters, 1 theme deck, and-participation 
in a private chat-room with the 4 members of the R&D 
team who created the theme decks. Second Prize: (10) 5 
Urza’s Destiny boosters, 1 theme deck, and participation 
in a private chat-room with 4 members of the R&D team. 

Winners will he notified by mail on how to participate 
inthe exclusive chat room, and a date will be established based 
on the schedules of the Research and Development team 
Prizes aresnot exchangeable, transferable, or redeemable for 
cash. No substitutions of prizes will be allowed should featured 
prize(s) become unavailable, except at option of Wizards. All 
entries and all rights relating thereto become property of Wizards 
of the Coast, Inc. and none will be returned. App rable toxes and 
fees are responsibility of winners. Noncompliance of time parameters 
or return of any prize or prize notification as undeliverable will 
result in disquabfcation 

Contest-open ortly to residents of the United States 
(except Rhode'Island) and Conada (except Quebec). Contest not 
open to Wizards employees or their family members or affiliates. 
Contest is subject to national, federal, state, local, ond provincial 
regulations.and is void where prohibited or otherwise restricted 
by law. Winner’s-entry andsacceptance’ of prize constitutes 
acknowledgment of the following: permission for Wizards to use 
without payment, winner's name, photograph, or other likeness 
for purposes of advertising and/or promotions; that Wizards has 
not made, nor is Wizards in any manner liable for, any warranty, 
oe or guarantee express or implied, in fact or in Jaw, 
relative to any prize; a warranty that material contained inf entry 
is original, public domainy Wizards-owned, or used with the 
unlimited consent of the owner and that it does not infringe on 
the rights of any other person or entity; an agreement-tofully 
indémnifyWizards for all claims arising out of a reach of this 
warranty; and a full, unlimited, exclusive transfer of any‘and all 
rights in entry. To receive prize, winner may be required to sign 
waiver and release. Wizards i5\not responsible for illegible 
incomplete, late, misdirected, lost, or postage-due entries. Wizards’ 
decision is final with respect O°Gll matters relating to this contest. 

For names of prize winners, send self-addressed, 
stamped envelope to the Duelist “Match Wits” Contest, Wizards 
of the Coasf, Inc. PO. Box-707;-Renton, WA 98057-0707; U.S.A. 


“Enchanter” 

A variety of blue creatures 
are designed to thrive with 
every enchantment you 
place on them. 


“Fiendish Nature” 
Irresistible force is applied 
using an army of big, green 
creatures. A touch of black 
regrowth ensures they also 
become immoyable objects. 


BLESS 


AGIC 


“Assassin” 

A swarm of small, black j 
creatures quickly FF 
multiply while creature 
destruction and discard 
effects hinder your 
opponent's defenses. 


od by August 2, 1999 to be eligible. 


Contest Deadline: 


Mail this completed form to: vee Draw a line between the correct creators and decks! 

Duelist Match Wits” Contest Henry Stern “Battle Surge” 

Wizards of the Coast ‘ “ — 

P.O. Box 707 Mike Elliott Enchanter” 

Renton, WA 98057-0707 Paul Peterson “Fiendish Nature” 
Charlie Catino “Assassin” 


Address: 
City: 


Birth date (mm/dd/yy): 


IN THE CARDS 


ing 


Pro 
at 
s Urza block Constructed 
and your opponent is Zvi 
Mowshowitz, who came 
into the Top 8 in the first 
position. If you want the 
big money, you'll have to 


e out number one. 


oe al 


Are Lightning, = 


: Think It Throu 


BY RANDY BUEHLER 


gh 


Your Great Play Must Survive Every Contingency 


fi Mowshowitz is playing a combo 
deck with Tolarian Academy, Pal- 
inchron, lots of cheap artifacts (includ- 
ing Fluctuators), Stroke of 
yenius. You (Casey McCarrel) also 
play with Tolarian Academies, but (unlike Zvi), 
you can win without one. The other power card in 


and 


your deck is Tinker, which enables you to bust out 
a Phyrexian Processor or Phyrexian Colossus for 
just three mana to win you the game fairly quickly. 


THE SETUP 

It’s the fifth and deciding game of the semifinals 
and Zvi starts with a Mulligan. He decides to 
keep his six-card hand and starts by playing 
Tolarian Academy. Since the Academy is a leg- 
endary land, you can't play one of your own 
(except to tap it for mana before burying it). You 
play a mountain and Voltaic Key. Zvi plays Pol- 
luted Mire and says, “Go.” 

You play another mountain and Grim Mono- 
lith. You tap the Monolith for three mana and 
put Worn Powerstone into play. It comes into 
play tapped so you're done with your second turn. 
Zvi plays Blasted Landscape and Voltaic Key. He 
hasn't done much yet, but you know his deck can 
win in one turn so you can't afford to give him 
many turns with the Academy in play. Zvi says, 
“Done.” He has two lands untapped and you 


Rack and Ruin 


_ 


Mi Hfire fm 
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draw Wildfire off the top of your deck. 

Your hand now consists of Wildfire, Tinker, 
Tolarian Academy, Rack and Ruin, and Arc 
Lightning. In play you have two mountains, one 
Voltaic Key, a tapped Monolith, and an untapped 
Worn Powerstone. Zvi has one Voltaic Key in 
play, an untapped Academy, a tapped Blasted 
Landscape, and an untapped Polluted Mire. He 
has four cards in his hand. 

What's your play? 


AND THE ANSWER IS? 

This one isn’t as easy as it looks, so Pll go 
through the whole thought process before I tell 
you the answer. 

The first thing you should do is count your 
mana and figure out your options. The untapped 
Powerstone gives you two mana and you can use 
one mana to activate the Voltaic Key to untap 
your Grim Monolith. Tapping the Monolith will 
give you a total of four generic mana. Your two 
mountains obviously give you two red mana so 
you have just enough mana to play Wildfire 
before playing a land. You can also put Tolarian 
Academy into play then tap it for three blue 
mana, which is just enough to play Tinker and go 
get a Colossus to defeat Zvi. 

So the obvious move is to play Wildfire, play 
Academy (after Zvi sacrifices his Academy to 


Casey McCarrel 


Wildfire), and then play Tinker. That 


would put Zvi on a three-turn clock, plus 
you have your Tolarian Academy in play 
so Zvi will have to destroy it before he can 
win. A helluva play, but it’s not the right 
one. 

Before you rush ahead with this plan, 
ask yourself if anything can go wrong. Zvi 
has two lands untapped, and one of them 
produces blue mana. Not many Urza 
block decks use permission spells, but Zvi 
might keep a couple of random Power 
Sinks or Miscalculations hidden in his 
sideboard for situations just like this one. 


If he counterspells after you tap out for 


Wildfire, all you can do with the rest of 


your turn is burn your Academy to Tin- 
ker. That three-turn clock, without gain- 
ing Academy advantage or blowing up 
Zvi's lands, is unlikely to win you the 


game. 


Before deciding on your course of 


action, see if you can find any way to play 
around Power Sink and Miscalculation. 


Maybe. there’s.no_way_to_do it: Often in 


Magic play, you just have to cross your fin- 
gers and hope your opponent doesn’t have 
the card that will wreck you. However, this 
turns out not to be one of those situations. 

If you want to beat Power Sink, you 
have to play a land before you play Wild- 
fire. The only one you have is Tolarian 
Academy, and you wanted to save that to 
play after Wildfire (so Zvi would have to 
deal with your legendary land in addition 
to losing his three lands). If you play and 
tap it for three mana before playing Wild- 
fire, Zvi won't be able to stop your play 
with Power Sink or Miscalculation. 

If you do successfully play Wildfire, 
you'll probably win this game even if you 
don't get Academy advantage. After all, 
Zvi had to Mulligan and only has four 
cards left in his hand. So, while it would 
be nice to keep the Academy in play, 
it’s much more important to make sure 
you succeed in blowing up Zvi'’s lands. 
You'll still have Worn Powerstone and 
Voltaic Key to help you rebuild your posi- 
tion quickly. 


THE RIGHT PLAY 

Casey saw all of this and started his main 
phase by playing Tolarian Academy and 
tapping it for mana. He then used Voltaic 
Key to untap Grim Monolith. Tapping 
two mountains and the Monolith put 
seven mana in his pool. He then played 
Wildfire, leaving one blue mana floating 
and his Worn Powerstone still untapped. 

By tapping his mana in this way, Casey 
was able to partially disguise his inten 
tions from Zvi. It probably occurred to 
Zvi that Casey would have enough mana 
left to play Tinker after the Wildfire 
resolved, but Zvi may have thought that 
Casey burned his Academy just to beat 
potential permission spells. From Zvi’s 
point of view, it looked like Casey was 
willing to take mana burn to make sure he 
got off his Wildfire. 

In response to Wildfire, Zvi tapped 
his land and cycled a card, trying to find 
another land. Then Casey played Tinker 
to get a Colossus. Zvi was unable to piece 


his combo together during the next three 
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turns. Casey won game five, advancing to 


the championship round, where he 


defeated Shawn Keller and won the 


Pro Tour. 


POSTMORTEM 

By the way, it turned out that Zvi did 
have Power Sink in hand. If Casey had 
rushed ahead with the obvious plan, Zvi 
probably would have won the game (and 
thus the match). Because he stopped to 
think about what might go wrong and 
then looked for a way to play around it, 
Casey added $15,000 to his bank account 
and proved he deserved to win a Pro 
Tour! 

Some people thought Zvi might have 
misplayed. Instead of cycling in response 
to Wildfire, Zvi could have tapped two 
mana and left it floating in his mana pool 
so he could still potentially use Power 
Sink if Casey played Tinker. However, I’m 
sure that if Zvi had done that, Casey 
would have declared his attack phase, taking 
1 damage in mana burn to scorch Zvi 
with 2 burn damage. At that point, Zvi 
would have used his mana to cycle. 


However, Zvi doesn't know if Casey has 


any use for that one floating blue mana, 
and with no lands in hand, Zvi desper- 
ately needs to cycle through his deck to 
find more lands. So in this scenario, Casey 
would declare an attack and Zvi would 
cycle, which would put Casey back in his 
main phase where he could then play Tin- 
ker to fetch a Colossus. 


occurred. We counted Casey’s mana and 
started explaining to the crowd how Casey 
could play Wildfire, then drop the Acad- 
emy and play Tinker. When Casey paused 
to think and busted his Academy before 
playing Wildfire, Pat and I weren't sure at 
first what he was doing (and we said as 
much to the gathered crowd). Then the 


While it would be nice to keep the Academy 
in play, it's much more important to make sure 


Even if Zvi does decide he’d rather take 
mana burn than let Casey play a Tinker 
that may or may not be in his hand, I think 
Casey wins this game. Zvi has no mana 
(not even enough to cycle) while Casey 
has access to Powerstone, Voltaic Key, and 
Grim Monolith. As soon as Casey draws 
blue mana, Colossus, Processor, or Tem- 
poral Aperture, he’s back in business. (It 
turned out that the next card Casey drew 
after this turn was Phyrexian Processor.) 

Pat Chapin and I were doing live play- 


by-play commentary when this play 


you succeed in blowing up Zvi's lands. | 


camera flashed to Zvi's hand for the first 
time and we saw that Power Sink. Wow. 
With $5,000 and a shot at $10,000 more 


on the line, Casey played magnificently. @ 


With Pro Tour commentator Chris Pikula 
unavailable, Randy Buehler got his shot at 
doing professional commentary. To see what 
happened to our Mr. Pikula, see page 24. 
And, if you see an interesting situation that 
might make a good subject for this column, 
email Randy at <buehler@stargate.net>. 
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BY BETH “BETHMO” MOURSUND 


Beware the Squirrels! 
Gaea’s Cradle Provides a Home for Deranged Hermit 


he “Beware the Squirrels!” deck hasa _ the board. Another way to get more than one 
number of tricks up its sleeve. At the mana from one land is Fertile Ground. The deck 
root of them all is massive mana contains four of each. Fertile Ground can pro- 
production. Like its cousin the duce any color of mana, so it also opens up inter- 
Tolarian Academy deck, the Squirrel _ esting possibilities for splashing other colors. 
deck uses lands that produce more than one To increase the odds of finding Gaea’s Cradle 
detk that uses Squirrels mana along with spells and abilities that untap (or to retrieve an off-color splash land), Chapin 
lands and increase your mana production. Patrick also included two Crop Rotations and a Yavi- 
Chapin designed this deck and played it at Pro maya Granger. A third multiple-mana source is 
pump the Cradle, fuel vari- Tour—New York, missing the Top 8 by only one _ Priest of Titania, which costs only two mana and 
match. Pro Tour-N. Y. was an Urza block tourna- _ can be tapped for one green mana per Elf in play 
ou$ combinations, and ment; a Standard version of the deck may be even _(including itself). 
stronger. With Gaea’s Cradle, Fertile Ground, and 
Priest of Titania, you can get large amounts of 
mana fairly quickly, even without tricks. For 
example, if you play a forest and Elvish Herder 
on turn one, Gaea’s Cradle and Priest of Titania 
on turn two, and any land on turn three, you now 
have six mana available. That’s enough mana to 
play Deranged Hermit. If your opponent doesn’t 
have a mass-destruction spell or a way to remove 
the Hermit, you can win the game right 
here...no tricks needed. You can attack for 10 or 
more damage for the next two turns, giving you a 
fifth-turn victory. 


Echo (During your next upkeep : 
permanent comes ander youn Soe 
is casting cost or sacrifice it.) 

When Deranged 


HERE COME THE TRICKS 

Mind Over Mana decks demonstrated that 
multi-mana lands become hugely effective when 
combined with spells or effects that untap them. 
This is where the Squirrel deck’s blue side comes 
in, providing Cloud of Faeries and Snap to help 
untap lands. These cards both cost two mana to 
play, either giving you a creature or bouncing a 
creature back to its owner’s hand. You then get to 
untap up to two lands. With basic lands, this just 
makes the spell “free.” But make one of those 
lands Gaea’s Cradle or a land enchanted with 
Fertile Ground, and you get more mana than 


BUILDING AND 
PLAYING THE DECK 
Usually I separate deckbuilding and playing into _you started with. Do this a couple of times and 
two sections. With this deck, though, so many _ then pour all that mana into a Stroke of Genius 
cards serve special purposes that it makes more _ to refill your hand. 
sense to discuss each card’s use in play as I discuss If you have Gaea's Cradle and a few creatures 
deck construction. in play, and can manage to play a Stroke big 
The easiest way to get multiple mana is, of — enough to refill your hand, you may be able to “go 
course, Gaea’s Cradle. The Cradle provides one off” like a Tolarian Academy deck. Generate as 
green mana for each creature you have in much mana as you can by playing creatures and 
play...and you'll usually have several creatureson Snaps. Leave just enough mana to play one more 
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(Snap or Cloud of Faeries, and then play 
S 


| 
| 
| 
| 
| 


troke of Genius on yourself with the 
rest. 

With a big enough draw (and some 
luck) you'll get some Snaps or Clouds of 
Faeries and another Stroke of Genius. 
Repeat the process to produce even more 
mana for an even bigger Stroke. Eventu- 
ally you'll be able to play Stroke on your 
opponent to completely deplete his or her 
library or draw the cards you need for the 
combination described below. If you fail 
to draw anything you need, you can just 
stop for the turn and try again later. 


THE KILLER COMBO 


This takes a lot of cards, so you usually 
won't find it without playing Stroke of | 


Genius on yourself. You need to get Bar- 


rin, Master Wizard, along with Gaea’s | 


Cradle and enough other mana |to start 
the cycle. You also need Deranged Her- 
mit and Cloud of Faeries in play or in 
your hand, plus Stroke of Génius or 


V.QOCQ AMES. COM 


Raven Familiar in hand. 
Here’s how it works. If the Hermit is in 
play, use Barrin’s ability and_ sacrifice 


repeat this pattern until you have more 
mana than your opponent has cards in his 
or her deck. If you don’t have a Stroke 


something else to put it back in your but you have a Raven Familiar, sim- 


AandPlay—theHermit—and-€toud—of —ply -add-the Raver to-your-bounce= 


Faeries, untapping the Cradle and a blue- _and-replay cycle to sift through 


mana-producing land. You can now tap your deck three cards at a time 
find Stroke. 


Either way, you can then play a 


these two lands for at least eight mana until you the 


(tapping the Cradle for seven with just 
the four Squirrels, Hermit, Faeries, and huge Stroke to end the game. 
Barrin in play). Sometimes your library will 
Use two mana and sacrifice a Squirrel be and 
to return Cloud of Faeries to your hand. 


Spend two more mana to play the Faeries 


uncooperative you 
wont find one of the cards you 

need until after using your last | Ate 
again and untap the same lands, providing _ Stroke. In that case, make yourself 
a net profit of four mana at the cost ofone a huge army of Squirrels and 
Squirrel. Repeat the process, sacrificing overrun your opponent. Some WG 
another Squirrel to bounce and replay the _ players prefer to win this way 
Hermit (thus increasing the Squirrel pop- 


ulation). Then sacrifice a third Squirrel to 


anyway because it’s more unusual 

to eat your opponent alive with 
bounce and replay the Faeries so you can 
untap the Cradle. This pattern can pro- 
duce-untimited-mana>—— 


If you have Stroke of Genius in hand, 


Squirrels than to Stroke someone out. 
It's riskier though, because your opponent 


—has-a-turn-to-destroy-your-Squirrels-or-to 


win the game before the Squirrels attack. 
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‘Tales of the QWORO (Loas€ 


Legends of treasures lost and monsters to be defeated abound in the region. Almost all have 
at least some basis in truth. Are you up to the task? Will you return with even more fame than 
you accumulated in your previous travels? Or will you journey off; never to be heard from 
again-the source of your own legend, in turn...? 


Continue your adventures with the character 
you created in the original game. 


More powerful spells, talkative NPCs, and Multiplayer support - up to 6 players via 
additional enchanted items to be found. modem, LAN, or Internet. 
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SPLASHING OTHER COLORS , ‘ Ci 


Fertile Ground, Crop Rotation, and Yavi- i : ay 


maya Ranger open up all sorts of possi- 
bilities for splashing other colors into the 
deck. For Pro Tour-New York, Chapin 11th-place showing at Pro Tour—-New York. 
also included two Thran Quarries for off- 


color mana production. He then put a 
plains, swamp, and mountain in his side- 


Creatures (23) 


2 Barrin, 

Master Wizard 
4 Cloud of Faeries 
4 Deranged Hermit 
4 Elvish Herder 
4 Priest of Titania 
4 Raven Familiar 
1 Yavimaya Granger 


board along with Absolute Law, Conta- | (although Gaea’s Cradle got the axe in 
Urza_block-this-month).-For-a-Standard 


version, Wall of Blossoms would be a 


mination,-and_Meltdown.Each-of-_these 
can wreak major havoc on at least one 
type of opposing deck. strong addition. It’s good by itself and 
Absolute Law is very strong against | provides an alternative to Raven Familiar 
Sligh decks and good against red/blue | for the card-drawing/bounce combina- 
decks that use burn spells for creature | tion. More Elves are available in Stan- 
control. Contamination hoses any deck | dard, so you can replace Elvish Herders 
that uses lots of instants and sorceries. 


Meltdown 
decks, particularly the Tolarian Academy 


with Llanowar Elves or Skyshroud Elite. 


devastates —_artifact-based | Plus, Birds of Paradise provide a path to Spells (16) 


2 Crop Rotation 

4 Fertile Ground 

2 Frantic Search 
4 Snap 

4 Stroke of Genius 


other colors that also helps fuel Gaea’s 
€radte;-which-can-help-move-the-deck 


more into a “Five Color Green” mold. ¢ 


and-Finker-decks-that-were-prevatent-in 
New York. 


THE FUTURE: 
SQUIRRELS IN STANDARD? 


This deck should adapt very well to the 


BethMo" is actually the collective identity of 
a colony of super-intelligent, cybernetic, hive- 
Standard environment because none of its minded squirrels from the future. She is not, 


cards are currently ban in standard repeat, NOT, a deranged hermit. 


*Fully 3-D characters 
and environment 


«Simultaneous 
control of 2 


characters 


*Random Quest 
Generator 
ensures Maximum 
playability 


*Manual camera 
control allows 
you to rotate 3O0 
degrees and 


zoom in and out 


*100 different 


enemies based 
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This is the deck that Patrick Chapin played to an 


Lands (21) 


9 Forest 

4 Gaea’s Cradle 
5 Island 

2 Thran Quarry 

1 Treetop Village 


Sideboard 


3 Absolute Law 
1 Confiscate 

3 Contamination 
4 Meltdown 

1 Morphling 

1 Mountain 

1 Plains 

1 Swamp 


Most veteran 
Magic players 
can tell the 
difference between a 


treasure card and a trash layers who learn the secrets of turn- 


ing trash into gold will reap huge 
rewards. They will be able to draft 
valuable cards late in the draft when 


card. Good players can 


identify which cards work 


; ot : her players are merely filling their 
in each Limited environ- apa am ) 8 

slush pile, and can make their sealed decks more 
ment (Sealed Deck and powerful by getting the most out of every card in 
Draft) andawhibhiedeeta their deck and sideboard. This article will focus 


on a few specific types of trash cards to watch for 
and how to integrate these cards into your game. 


pick first in those drafts. 


So, to maintain their edge, 


expert players must be able In Constructed formats, the Urza’s Saga artifact 
Voltaic Key (tap it and spend one mana to untap 
to identify “trash” cards target artifact) is valuable despite the fact that it 
they con elevate to treas- does nothing without other cards to work with. 

: Why? Voltaic Key makes each of your draws, 
both future and past, significantly better (in an 


ure status and play them to 
artifact-heavy deck, mind you). 


great advantage. 


If you next pull Ring of Gix (an Urza’s Legacy 
artifact—tap it and spend one mana to tap target 
artifact, creature, or land) off the top of your 
deck, you then have the equivalent of two Rings 
of Gix every turn. Got a Phyrexian Colossus 
(8/8 artifact creature from Urza’s Saga you 
have to pay 8 life to untap) in your hand? 
With Voltaic Key around, it untaps as easily as 
a Brass Man, which takes only DP to untap. 
Integration is what makes Voltaic Key viable. 
Like Larry Bird on the court or Wayne Gretzky 
on the ice, the Key makes all the other cards in 
your deck better. In Constructed, it’s easy to 
incorporate cards like the Key into your deck 
design, but how does this concept apply to Lim- 
ited formats? 
In Limited, there is a class of support cards 
very similar to Voltaic Key. For example, a card 
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At first glance, they look like trash. 


This can work to your advantage as 
you begin to see opportunities that 
your opponents may miss. 


> fal 


BY BRIAN HACKER 


Alchemical Magic 


like Diabolic Servitude (a reusable Urza’s Saga 
enchantment that puts a creature into play from 
your graveyard) is an obvious support candidate 
because you normally play with a high percentage 
of creatures in Sealed and Draft play. Diabolic 
Servitude makes all your creature cards more 
valuable by doubling their longevity. Other pow- 
erful cards that most players recognize are sup- 
port cards. Phyrexian Reclamation, for example, 
is another graveyard-recycling enchantment. 
However, graverobbing cards aren't the only 
cards that make creatures more useful. Take the 
2/2 Phyrexian Ghoul (+2/+2 until end of turn for 
sacrificing a creature) from the Urza’s Saga set. 
Every creature you draw after playing the Ghoul 
becomes modal: they're either creatures or a 
miniature, Ghoul-bloating Giant Growth. 


or 

This ability makes the Ghoul far more power- 
ful in Limited formats than, say, the 2/2 Blood 
Vassal, which you can sacrifice for @@, or even 
Cave Tiger, which gets +1/+1 for each blocker 
assigned to it. These two creatures have great 
special abilities, but they don't improve the other 
cards in your deck—they’re less versatile, so less 
useful. In a pinch you can sacrifice Phyrexian 
Ghoul’s brethren, either to protect the Ghoul or 
to make your opponent's creature-control 
effects—like Confiscate or Despondency—fizzle 
by removing the creatures as targets. 


But the Ghoul is far from a trash card, so let’s 
dig even deeper. Let’s say you walked out of a 
draft with 18 or 19 solid cards, but the rest are 
junk. One strategy is to put five random cycling 
cards in your deck and cycle them as soon as you 
draw them to get to your quality cards. I’m not a 


huge fan of this strategy. It makes your 
deck more linear because you have fewer 
options, and cycling too often makes your 
mana ratio too high because half the cards 
you find will be lands. 

So what else can you do? Try the Urza’s 
Saga instant Catalog (draw two cards, then 
choose and discard a card). Catalog doesn’t 
make many rosters because you get just two 
cards for two cards (Catalog and the one 
you discard). However, Catalog can be an 
MVP candidate when your deck is weak. 
Here's why. Catalog speeds up your ability 
to get to your bombs (just as with cycling 
cards), but that’s not all. Catalog actually 
improves your draw. If you draw a seventh 
land or a poor early-game card that’s more 
likely to embarrass you than to intimidate 
your opponent—like Silent Attendant— 
you can use Catalog to rid yourself of that 
useless piece of cheese and find some real 
treasures. 


missing elements for 
a strong contender. 


Catalog isn’t even as low as I'll go. Take 
Attunement, a reusable Saga enchantment 
that lets you draw three cards then discard 
four (at the cost of returning the enchant- 
ment to its owner's hand). This card nets 
you fewer cards than you had before you 
used it (counting both cards you have in 
play and in your hand as being net). How- 
ever, if you hold onto excess lands and other 
refuse, Attunement becomes sexier and, in 
fact, much better than the average cycling 
card, because it lets you trade trash for pos- 
sible gold at the rate of four for three. 


Another way to turn a trash card into 
something more useful is to look for situa- 
tions in which the card would become 
viable. If you've pitted your black deck 
against a blue/white deck (which can't easily 
destroy creatures), Sleeper’s Guile (a 
reusable Legacy enchantment that makes a 
creature unblockable except by black and 


Know the expansion. 
It will help you understand what 
your odds are of drawing the 


artifact creatures) can make all your crea- 
tures better throughout the midgame, one 
at a time. 

By envisioning the midgame, you can 
often see places where weak cards can play 
a role by making other “normal” cards in 
your deck much stronger. In fact, any card 
that makes your creatures better is probably 
playable, at the very least as a bench player. 
Launch (a “perpetual” creature enchant- 
ment that gives flying), Sleeper’s Guile, and 
Breach (a Saga instant that gives a creature 
+2/+0 and makes it partially unblockable 
for a turn) are all examples of cards that can 
become strong in common situations. 

As you analyze Limited matches and 
Draft decks, also keep in mind cards that 
negatively affect your opponent's draw. A 
card like Rewind (a “free” counterspell) is 


an obvious example, because it can take out 
one of your opponent’s bombs. Other, less 
valuable, cards have similar effects. Take 
Devout Harpist from Urza’s Legacy, which 
you can tap to destroy a creature enchant- 
ment. The Harpist can take care of Rancor, 
Pacifism, Despondency, and even Brilliant 
Halo. 

Notice that the cards that Devout 
Harpist can destroy are more valuable than 
the lowly Harpist itself. If your opponent 
has enough good creature enchantments, 
the Harpist will be well worth the snickers 
you might hear when you play it. By keep- 
ing a strong sideboard of role players, you 
increase your chances of winning tough 
matches against strong decks. Don’t be 
afraid to experiment with cards that others 
might find laughable. 


Let’s turn the concept around now. Take 
Catastrophe, which can destroy all lands or 
all creatures. Catastrophe is a highly prized 


They may laugh at first. 


expressions on their faces will 


rare because it can change the game all by 
itself. Not only that, Catastrophe can also 
increase the quality of your draws and 
weaken your opponent’s draws. With 
enough time; you-can accumulate creatures 
and then deploy a swarm upon your hapless 
opponent after playing Catastrophe. Plus, 
all the creature cards your opponent draws 
can be destroyed by Catastrophe if he or she 
plays them, ruining the effectiveness of 
those draws. Even if your opponent knows 
you have Catastrophe, he or she doesn’t 
know when you're going to play it, so he or 
she will be afraid to play lands and creatures, 
again making those draws less valuable. 
Cards like Sleeper’s Guile and Devout 
Harpist are valuable in Limited play for 


many of the same reasons that cards like 


When you make unexpected 
connections, the surprised 


be worth it. 


The moses shomndives are irnelewane. The 
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Catastrophe are bombs. Any card that 
affects future draws by you or your oppo- 
nent is powerful, no matter what the envi- 
ronment. If your opponent draws only 
lands and nonblack, nonartifact creatures, 
he or she can never block your Guile- 
enchanted creature. If you have a Harpist in 
play, all of your opponent's current and 
future creature enchantments become 
Harpist bait. 

The common thread here is creatures, 
which are one of the most important 
resources you have in Limited formats. 
Any card that can aid your creatures or 
hinder your opponents from using their 
creatures can become golden in the course 
of a Limited game—no matter how bad 
that card might seem in other environ- 
ments. So seek them out and play them, 
young Jedi! 


It is rumored that young Brian Hacker’ 
Magic sensitivity is practically off the scale, 
higher even than that recorded for the great 
Finkel himself: 
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Imost all games have some mental or 
physical downtime—time that is spent 
doing something mindless or doing 
nothing at all. In most turn-based 
games, while you wait for your oppo- 
i nent to take a turn you're in downtime. In roleplaying 
: games, if the DM is*engaged with another player and 
: you.aren't involved, you're in downtime. In bridge, 
F you are deep in downtime territory when you're the 
dummy. Evén real-time games have downtime. For 
4 example, StarCraft downtime happens while waiting 
7 = for units to come on line. In Everquest, downtime 
occurs while walking around town. 

Downtime also includes time spent setting games 
up and tearing them down. Games with multiple 
decks that need to be sorted and reshuffled for each 
play, or with thousands of components, should be 
measured as having significant preparation or 
cleanup downtime. The nice thing about this partic- 
ular time is that the persongwho organizes the game 
will probably.do most of it for you. The bad thing, if 
7 you'té like me, is that this organizer is probablyyou. 
" , Turn-based computer gamesare notoriously bad 
for downtime (with more than one human player). 
; I find games like Monopoly much better face-to- 
face than online. The actual time between turns is, 
if anything, better online, since paying for things 
and getting change happens much faster. However, 
I find it’s much mire acceptable waiting around a 
table and watching live opponents than sitting back 
and watching.a screen. 

Some games have hardly any downtime at all. In 
head-to-head combat video games, downtime is 
almost entirely limited to waiting for the bout to start. 
In a game like basketball, downtime is almost entirely 
defined by your physical limita- 
tions—you get tired and grab 
some rest, either by slacking 
on the court or getting a substitute 
(or calling a foul perhaps). 


NOT ALL BAD 
Downtime isn’t always use- 
less times Often it’s vital for 
the game to work, or at least 
for it to be fun. 

The most obvious reason 
that downtime isn’t necessarily 
bad is illustrated by basketball. Most players 


need to rest sometime during the game, though it 
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The Silence Between the Notes 


varies among players as to how much or how little. 
The analog holds for mental sports as well. Players 
need a rest from thinking. 

I find that games like StarCraft have too little 
downtime, and after an intense game, I feel men- 
tally fatigued. Many people like the aspect of the 
dummy im bridge. It’s a break in an otherwise 
potentially intense mental competition. 


ARE YOU UP OR DOWN? 

Recognizing downtime is often a challenge. When 
playing hearts, you may not realize that you can't 
take any more tricks, so you should be in downtime 
but you're not. Conversely, if your plays may make a 
difference but you don't recognize that, you may be 
deep in downtime although you shouldn't be. 

Sometimes downtime isn’t even really down. The 
most obvious example is in a game where you need 
to think Guring your opponent's turn.1n Scrabble, I 
can anagram my letters and try to build off a vari= 
ety of tiles on the board. When my opponent 
makes a move, I simply add that move to my, analy- 
sis and I am almost done. 

If a game situation can change too much during 
other people’s turns, then your thinking time may be 
wasted, so your time is more down. If my Scrabble 
game has four players, I will only anagram my letters 
or daydream until right before my next turn, and 
then start thinking about the board. Things are just 
tod likely to change to makeythinking worthwhile. 


DESIGNING TIME 
There are many ways a designer can subtly alter the 
game to change how players use time. Consider a 
Scrabble game where you draw your tiles at the 
beginning of your turn rather than at the end. 
Suddenly the downtime in that game becomes much 
less usable. Yet this is standard in many card games 
where players draw cards at the start of their turn. 
Time isthe most valuable resource a game uses, 
so what players do with their time should be avital 
concern to game designers and critics. Determining 
the right use of time is part of the art of game 
design. If you feel you are spending your time 
poorly in a game, consider finding games that 
respect your time 2 little more. .¢ 


A semi-professional Scrabble player in college, Richard 
Garfield can play entire Scrabble tournaments with no 
downtime when he’s in peak mental condition. 
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One Designers Journey toward Total Magic Syn 
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JEFF LAUBENSTEING | 


'o understand how the Urza’s Destiny set was made, we must first travel back in time 


about a year. Bill Rose, the lead designer for the Magic game, assigned the design of 


Urza’s Destiny to me. Although I’ve designed cards for many Magic sets, this would 


mark the first tournament-legal set I'd design by myself (but I must stress I did use a number 


of cards designed 


other members of R&D). 


I was thus responsible for creating most of the cards and organizing them into a coherent set. 


This affords me a unique opportunity to explain the creative process behind the design of a 


Magic set. Instead of holing up in a ski lodge for a weekend with a design team, I 


holed up in my mind for about two months, letting all my ideas for the set percolate. 


As the third expansion in the Urza block, my Destiny assignment came with sev- 


eral suggestions from Bill Rose. First, I needed to evolve the main mechanics for the 


block—cycling and echo. Second, I had to be faithful to the flavor as given in the 


story so far. Third, I needed to create new mechanics that would define the set. 


Finally, I had a personal goal. I wanted to create a series of mechanics that would 


have synergy. My favorite part of Magic is when you use multiple cards to create.an 
effect that no one card could have produced alone. I wanted to create a set that 
maximized the opportunities for this type of interplay. Therefore, I decided to make 
sure that the major mechanics all interrelated. Synergy. 


On the Rend 


I started my trek to synergy by examining what had 
been done in the Urza's Saga and Urza's Legacy sets 
with cycling and echo, the two mechanics I had to 
incorporate into Destiny. Cycling had been very 
straightforward in both sets, and I came up with 
several options to make it more interesting. I could 
examine other cycling costs (much like the Exodus 
set introduced nonmana buyback costs). I could play 
with cycling abilities other than drawing a card (per- 
haps gaining 4 life instead of drawing a card). Or I 
could try cycling from places other than the player's 
hand. If you could cycle a card from play, I thought, 
you could draw a new card when you no longer 
needed the cycling card. All three ideas seemed 
interesting. 

Next I looked at echo. Urza's Saga had applied echo 
to creatures, whereas Legacy expanded echo to include 
artifacts and added “comes-into-play” abilities on echo 
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creatures. I again explored several different ideas. I could fur- 
ther expand echo to include enchantments or possibly even 
lands (although this would require tweaking echo’s mechanic). 
I could make echo costs that had to be paid more than once. 
Some powerful cards, for example, could have an echo cost 
that youd have to pay each of your turns. Finally, I looked at 
the idea of creating echo creatures with “leaves-play” abilities. 

I've always liked the sim- 
plicity of comes-into-play 
abilities. Leaves-play abilities 
seemed just as clean, but most 
examples in the past always 
became too complicated. 
Adding leaves-play abilities to 
echo creatures seemed inter- 
esting because it would tempt 
players to refuse to pay the 
echo cost. Essentially, the 
leaves-play ability turns the 
echo card into a creature or a 
delayed spell. 

The leaves-play ability 
stuck with me. I could create 
echo and non-echo creatures 
with leaves-play abilities, let- 
ting me explore an area I 

always felt had been underused. Plus, I could continue the 
comes-into-play echo creature concept introduced in the 
Urza’s Legacy set. This would enable me to create an inter- 
esting mix of abilities happening when creatures enter and 
leave play. I could even make cards with both comes-into- 
play and leaves-play abilities. 

I liked this idea so much, I started looking back at my 
ideas for cycling. The concept of cards that “cycled” from 
play struck me as working splendidly with leaves-play 
abilities. Not only could you sacrifice these cards for a new 
card but, if these cards also had a leaves-play ability, you 
could trigger that ability whenever you wanted. Plus, the 
cycling-from-play idea was interesting enough that I could 
use it by itself on some basic cards. 
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Foilewing the Path 


I now had a path for the set: explor- 
ing leaves-play abilities and cycling 
from play. But what exactly would 
that entail? Over the next couple of 
weeks, I explored each of these 
mechanics and began to lay down a 
complex infrastructure that followed 
that path. To show you how I work, 
let me take you through my thought 
processes during this phase. 

Leaves-play abilities presented 
intriguing possibilities. The 
mechanic is simple enough that I 
could use it on any type of card: 
artifacts, creatures, enchantments, or 
lands. Creatures seemed an obvious choice because both 
players have more opportunities to decide whether or not 
to destroy a particular creature. Although it’s sometimes 
fun to stretch an idea as far as possible, I’ve found that 
mechanics are more enjoyable when they’re focused. Thus, 
I decided to limit leaves-play abilities to creatures. 
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However, there was another way to expand the idea 

PRIEO NgT RU €T2D while keeping it creature-based: creature enchantments. I 
could create creature enchantments that would provide a 
creature with a leaves-play ability. This enabled me to 
expand the idea to include enchantments without diffus- 


(If THERE AN¥ OTHER |XIND?) ane 


Next I needed to combine the leaves-play abilities with 
by Michael G. Ryan echo and explore leaves-play abilities on creatures that also 
had comes-into-play abilities. Plus, I 


wanted to combine leaves-play abili- 


| f you're the kind of player who takes fate into your 
own hands (you're getting the fate = destiny play‘ ties with the cycling-from-play idea 
on words here, right?), then the Urza's Destiny pre- < 7 to complete the circle. But what else 
constructed decks ought to keep you from spinning =e y ~ - could I do with leaves-play abilities to 
your karmic wheels. Each deck turns on some tried- 

and-true tricks, with some clever combos thrown in 
for good measure. Swarming weenie creatures, 4 
quick assaults by creatures with haste, blue/white J innocently enough when I was look- 
control, and regenerating brute force—which one is ' ‘ ing at ideas used in Saga and Legacy. 
your Destiny? ’ -¢ Ba may not know this, but Mike 


Elliott made the first “growing” 


make them interesting? 
The answer to that question came 


The “Assassin” deck, designed by Henry Stern, is enchantment—Legacy’s Allure—for 


James Bond and La Femme Nikita rolled into one. , the Tempest set. R&D called it a 
While your opponent is pinned down under fire from - . 4 “growing” enchantment because the 

your small black ee , counters placed on it every turn 
Both Duress and Ravenous Rats 
eo have solid early-game discard 
, effects, and you'll be loaded with M = Mike liked this idea and put a cycle 

creature destruction options of growing enchantments in the 
almost from the beginning. j 
Obviously, mono-black can be 
vulnerable to a wide variety of 
effects, so when you force your 

opponent to discard cards, you Loo expand them. So, while thinking 

have to choose your targets about new ideas for creature enchant- 
carefully. 
“| made the ‘Assassin’ deck specifically 


increased the power of the effect 
when the card was finally sacrificed. 


Urza's Saga set. 
I also liked the growing enchant- 
ments and thought about how to 


ments that produced leaves-play abilities, it dawned on me 
because | wanted to take advantage of my I could make growing creature enchantments and put 

favorite creature from the set, Ravenous leaves-play abilities on some of them. This would have the 
. Rats,” Stern says. “For a discard deck, the Rats same flavor as the growing enchantments but would add a 


are perhaps the best creature since Hypnotic Specter. To make the new twist. 
rest of the deck, | used all of the best discard cards | could, given 
the restrictions on rarity in a theme deck.” 


Deck’s Destiny: #1 with a magic bullet. Going he Difian ce 


Designer Paul Peterson's “Battle Surge” deck should give your So far I had plans for basic 
opponents a sense of historical perspective: they'll know exactly 
how Custer felt at the last stand. This deck recruits red creatures 
with haste from the Urza block and sends them across enemy lines 


leaves-play abilities, leaves-play 
abilities on echo creatures, crea- 


to wreak havoc in the trenches before your opponent can get tures with both leaves-play and 
defenses in place. Urza's Incubator helps speed this process up comes-into-play abilities, both 
pr more. , mre of these with echo added, 
you need some air support, “Battle 1 re He A 

Surge” brings on the Raven, Kingfisher, and pte ee aniies aa 
Magpie airforce (all of which lend card- E cont Soe 
drawing options). Plus you have a couple of — y leaves-play abilities on grow- 
solid stalling tactics with Curfew and as SORE ing creature enchantments. I 
Fatigue. By the time your opponent get his : . Se had a healthy spread of different types of leaves-play 
or her act together, you should be decorat- ; abilities, but I wasn't home yet. 
ing your victorious war heroes. As I said. I Aa een ith 

“| like fast creature decks,” Peterson ; SE City e ERTS £0 IANISE: SE BEL WAT SY DERRY. 
concedes. “I like haste critters, and! Thus, I needed more than just cards with leaves-play 


wanted to play with the new red echo 2 ays des abilities. I also needed cards that interacted in interesting 
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ways with the leaves-play ability cards. To begin with, I critters. The deck really needed to be two colors, and | thought 
wanted cards that would give players a way to trigger their blue might be fun. Not only did it give me nice utility—Curfew in 
particular is very helpful—but it also gave me a good way to fin- 
ish off my opponent once my ground creatures were useless.” 
Deck’s Destiny: Should storm the beach at Normandy. 


leaves-play abilities. I accomplished this in several ways: 
echo, cycling from play, creature destruction cards, and 
cards that let players sacrifice creatures. 


Next, I needed a 

way to deal with Sv j The “Enchanter” deck is a controller's feast, provided you 
: know just how to dine at the enchantment buffet. Mike 
Elliott, the deck’s designer, has developed a recipe for 
oak = combos that turns up the power on your creatures via 
been referring to AO 67 ,  enchantments. But enchantments are notoriously vulner- 
them as leaves-play 1 BS nico able, so “Enchanter” relies on a few dietary supple- 
abilities, I always Ea~= 4 ments up front—counterspells, of course, as well as 

i , - enchantments that return to your hand when they go to 
your graveyard from play. 
: ye Additionally, this deck uses creatures that untap 

going to the graveyard. 23, themselves to maximize your chances of giving your 

This meant I needed cards that could remove ae opponent a cooking lesson. Or you can order the 
cards from play without sending them to the Zephid's Embrace/Metathran Elite special (hold the 
¢ pickles) when it’s time to serve up the humble pie. 
“The whole idea of a deck with a bunch of enchantments in it 
: would have been unheard of a while ago, but with all the enchant- 
also looking for new mechanics to introduce to the set. I ments that come back from the graveyard, they might see some 
had been bouncing around the idea of cards that worked play now,” notes Elliott. 
like Lobotomy but triggered off cards in play rather than Deck's Destiny: Opponents won't ask for seconds. 


cards in hand. I liked the effect Lobotomy had on its envi- 


leaves-play abilities. 
Even though I’ve 


knew these abilities 
would trigger on 


graveyard. 
While these ideas were going through my head, I was 


ronment because it forced players to diversify in deck Charlie Catino’s deck, “Fiendish Nature.” could almost be named 


design, but I had not really “King Kong,” “Godzilla,” or any one of a dozen other giant, 
considered Lobotomy’s ~~ unstoppable monsters. What happens when Kong falls off the 
other ability. Then I 4 weaey Empire State Building? Somebody makes a sequel and brings him 
; i : ..  back—and that’s what you'll be doing with this deck. Big creature 
hits the table; big creature gets destroyed by Terror or Wrath of 
a ads a God; big creature shrugs it off and comes back for more. 
from the game. This ‘ Regeneration is all over this monster deck. “Fiendish Nature” 
would work perfectly as ¢ Re is also loaded with tricks that make almost every creature's 
demise a reward for you—when Plague Dogs goes to your grave- 
yard, for example, all creatures get -1/-1 until the end of the turn. 
Plus you can sacrifice Plague Dogs to draw a card as well. Of 
course, your creatures won't be staying in 
your graveyard long: cards like Victimize and 


remembered that 


Lobotomy removes cards 


foil for all the leaves-play 
abilities. Once again, syn- 
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ergy in action. 


creatures and a lot of tricks,” says Catino. ee \3 Sip 2 


‘ “Sacrificing creatures with ‘leaves-play’ bh fax 
it iad time to focus on the effects to put creatures with ‘comes-into- pee Be regan 
cycling-from-play cards. I play’ effects into play is a whole lot of fun. VPs —s 
chose to follow the same basic pattern with cycling-from- And watching people's faces when they go — 


play cards that I did with the leaves-play-ability cards. to great effort to kill your big creature, only 

Thus, I limited this ability to creatures and creature to have bring Ht back, = ye great! * 

enchantments, most of which were basic cards with the ee Bt Abe 

cycling-from-play ability added. “6s 
I then combined a few cycling-from-play cards with The Urza's Destiny preconstructed (theme) 

leaves-play abilities. I tried to make these cards require decks are loaded with the kind of creatures that don’t even bother 


Peat ; taking names before kicking butt: Ancient Silverback, a 6/5 regen- 

wero Benlog Onittie Dar Or se Sey S¥ Roeseeaniple, 69 erating creature; Thundering Giant, a 4/3 creature with haste; and 
leaving play, Marker Vigilant Drake, a 3/3 flying creature that you can pay to untap. 

Beetles gives +1/+1 to Once you've gotten the taste for controlling your own kismet, you'll 
target creature until end find that preconstructed theme decks are a great way to segue into 
of turn, giving players playing with the expert-level expansions...like Urza's Destiny. And 
once you learn to control the great planeswalker’s “destiny,” can 
the destinies of your opponents be far behind? 


some interesting options 
during combat. 


My original design Michael G. Ryan insists, “There’s no mystical energy field that 
also included cards with controls my destiny.” 


Diabolic Servitude will see to that. crack e 


€ycting Onwaysd % : . BS Yy rN “This is a fun deck for two reasons: big gay oyu a 
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Creatures . 
1 Body Snatcher 
1 Bone Shredder** 
2 Disease Carriers 
2 Looming Shade* 
1 Mantis Engine 
2 Nightshade Seer 
2 Order of Yawgmoth* 
1 Plague Dogs 
4 Ravenous Rats 
1 Sanguine Guard* 
2 Slinking Skirge 
2 Squirming Mass 
Spells 
1 Attrition 
2 Dark Ritual* 
1 Despondency* 
2 Duress* 
1 Dying Wail 
1 Engineered Plague** 
1 Eradicate 
1 Festering Wound 
1 Ostracize** 
2 Scent of Nightshade 
2 Sicken* 
1 Soul Feast 
2 Unnerve* Creatures 
Lands 2 Goblin Berserker 
4 Polluted Mire* 1 Goblin Marshal 
1 Spawning Pool** 2 Goblin War Buggy* 
16 Swamp 2 Keldon Champion 
3 Kingfisher 
e 1 Raven Familiar** 
2 Thieving Magpie 
1 Thundering Giant* 
2 Viashino Cutthroat** 
3 Viashino Sandscout** 
4 Wild Colos 
-. Spells 
1 Ather Sting 
3 Arc Lightning* 
2 Curfew* 
2 Fatigue 
1 Ghitu War Cry** 
1 Jagged Lightning 
1 Mark of Fury 
1 Parch** 
1 Trumpet Blast 
1 Urza’s Incubator 
Lands 
9 Island 
3/3 14 Mountain 


alternative cycling costs. 
Magic designers tend to 
over-design to give the 
development team 
options when shaping 
the final set. For exam- 
ple, I submitted Spell 


Pluck, a blue instant for 
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1 @ that countered a spell whose converted mana cost was 
three or less. You could cycle Spell Pluck by bouncing two 
islands back to your hand instead of paying two mana. 
The alternative cycling cost was one idea that got removed 
during development. 

However, these alternative-cost cycling cards prompted 
me to create cards that interacted with cards in your hand. 
My hope was to create cards that would give players addi- 
tional choices about when and whether to cycle a card. 
Thus, I dragged out an idea I had developed during the 
Tempest design cycle. 

During the initial Tempest design meetings, I came up 
with an idea for cards that triggered an ability when you 

drew them. Many of these abilities were negative, so 

the cards were originally designed with alternative backs 

to ensure your opponent knew when you drew the card. 
Later versions had positive abilities that 
you could choose to trigger by revealing 
the card to all players when you drew it. 
In the end, we couldn't find an elegant 
mechanic so we dropped it. 

The idea of triggering cards by reveal- 

ing them stuck in my head, though, and 
I eventually made the leap to cards that 
made you reveal your hand when you 
played them. Thus I came up with the 
“reveal” creatures that, like Maro, had an 
ability based on the number of cards in 
your hand. You tap these creatures and 
spend mana to create an effect based on 
how many cards of the same color you 
reveal. The instant versions of these crea- 
tures were added later in development. 


A Refreshing Payse 


With so many creature enchantments in 

the set (leaves-play, cycling-from-play, 
growing enchantments, and so on), I realized that cards that 
encouraged players to use creature enchantments would 
make another interesting mechanic. Once again, I pulled up 
an idea I've wanted to explore for some time: the Rabid 
Wombat ability. The idea was to create a series of creatures 
that gained a bonus when enchanted. The creatures would 
start a little weak but become more powerful than normal 
when enchanted. Blue seemed the natural place for this 
mechanic. I also threw a bonus creature into the artifacts. 


NOSUBLABs Stus 


I had one last mechanic that cried out to be in the 
Urza's Destiny set. For years I had tried to make a card Creatures 
called Tabula Rasa that returned a creature to its original 
state (as if you had just put it into play). Thus, you could 
remake playing decisions. The idea came from a Sealed- 
deck game I played years ago, in which my Primal Clay 
was stuck as a 2/2 creature with flying when I desperately 
needed a 1/6 Wall. I 
called the mechanic 
refresh because it made 1 Thran Golem 
the creature new again. 

The problem is that 
refresh was hard to write ; 1 Wall of Glare 
on a card. How exactly . Ww : Spells 
do you explain that a A 
card becomes new? I 
finally realized I could 
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1 Confiscate* 


create the effect by 1 Disenchant* 


removing the card from —_— y, 
play and then putting it 1 Humble* 
back into play again. 

The mechanic worked well with the rest of the set because it 
restarted echo costs, retriggered comes-into-play abilities, 1 Opportunity* 
and reset growing enchantments. I made three refresh cards, 
one for each commonality. However, two of the cards were 1 Quash 


cut in development and only one version, Flicker, remained. ey 
é 1 Sigil of Sleep 


The Voyage Home a 


13 Island 
7 Plains 
2 Remote Isle* 


With the mechanics complete, I was almost home. I now 
turned to the last and possibly most enjoyable (for me, 
anyway) part of designing—creating the weird and wacky 
cards that spice up a set. These cards are kind of my 
specialty, and I had a drawer full of cool ideas that I 
wanted to see in the game. Unfortunately, I’m just 
about out of room, so I can’t go into any detail. Wait 
a minute, I have my own column. If you want to see 
where these cards came from, check out this month’s 
“Insider Trading” on page 29. 

Finally, I was done. I had met all of the lead 
designer’s mandates and the ones I had imposed on 
myself. As you can see, Magic designers work very 
hard to make each expansion unique (in mechanics) 
yet comfortable (in style). I am proud of my work on 
Urza’s Destiny and feel it will add an interesting ele- 


Enchanted creature gets +3/-1. 


ment to Magic play. 
Now comes the truly 
fun part—you all get to 
play with the cards. * 


Like the Douglas Adams 
detective Dirk Gently, 
Mark Rosewater believes 
in the interrelatedness of 
all things. 


3 Fledgling Osprey 

1 Horseshoe Crab* 
3 Metathran Elite 

1 Monk Realist* 

1 Mother of Runes** 
1 Rayne, Academy Chancellor 
2 Thieving Magpie 

2 Thornwind Faeries** a 
2 Tormented Angel 
1 Vigilant Drake** 


| 1 Archery Training 
2 Brilliant Halo* 
1 Capashen Standard 


1 Hermetic Study* 


1 Mask of Law and Grace 
2 Miscalculation** 


1 Private Research 
1 Radiant’s Judgment* 
1 Zephid’s Embrace’ 


2 Drifting Meadow* 


* From the Urza's Saga expansion 
** From the Urza's Legacy expansion 


Creatures 

1 Ancient Silverback 

1 Cradle Guard* 

2 Elven Lyrist* 

3 Gamekeeper 

1 Goliath Beetle 

3 Heart Warden 

2 Hunting Moa 

1 Marker Beetles 

1 Phyrexian Monitor 

2 Plague Dogs 

3 Plated Spider 

1 Winding Wurm* 

3 Yavimaya Elder 
Spells 

1 Braidwood Cup 

1 Chime of Night 
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1 Diabolic Servitude’* 


2 Expunge* 


1 No Rest for the Wicked* 


1 Pattern of Rebirth 


1 Phyrexian Reclamation* * 


1 Rancor* 
1 Splinter 
2 Symbiosis* 
2 Twisted Experiment 
1 Victimize* 
Lands 
13 Forest 
1 Polluted Mire* 
2 Slippery Karst* 
6 Swamp 
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Behind the Scenes in the Development of Urza's Destiny 


22 WHAT 


* eb 


by Mike Elliott 
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hen you take a new car out for a test drive, you get a feel for the ride and the handling, but you really have 
no idea what sort of craftsmanship went into the design of the vehicle. In fact, the intent of the original 
designer may have been quite different from the results you find in the final version. 


The Magic TCG works much the same way. Many factors, like marketing, story, and previous cards, combine to influ- 
ence the final card set. Most of you are probably only interested in the final product, but it is the job of the development 
team to make sure that final product is bright, shiny, and runs like a dream. 


The first step in development is to look at the cards sub- 
mitted by the designers and compare them to cards we 
have done previously and to the other cards in the set to 
make sure cards aren't redundant, too powerful, or too 
weak. For example, here are three hypothetical original 
cards: 

Big Guy’s Big Bolt— 1 @; Deal 5 damage to 

target creature or player 

Zap ’Em Hard— 1 @; Deal 6 damage to target 

creature or player 

Whammo— 2 @; Deal 6 damage to target 

creature or player 

To the untrained eye, these cards may look completely 
different. But to a crack development team, it’s clear that 
not only are these cards quite similar, they are, in fact, all 
better than Incinerate. Mark Rosewater did the majority of 
the design work on the Urza’s Destiny set, so our first step 
in development was, of course, to add one (or more) mana 
to the costs of all the cards (not really, but Mark does tend 
to push the power curve just a tad). 

After checking mana costs, we toss any cards that are 
too close to cards we've published recently or to cards in 
the basic (Classic) set. We also throw out cards that fit into 

themes we plan to use in the future or that we 
think would be more interesting in a different 
environment. These cards usually show up in 
later sets. Some cards have actually been submit- 

ted in design four or five times before finally 
making it to print. 

At the end of this first pass through the set, 
we have removed around 25 percent of the 
initial cards. Later in the process, the devel- 

opment team will create new cards or get 


cards from existing design files to fill these gaps. 


Often, themes in a set can be expanded to fill some of the 
holes, so we look closely at the themes in the original 
design. In Urza’s Destiny, the new themes include “reveal” 
cards (like Scent of Cinder), cards you can sacrifice from 
play for extra draws (like Heart Warden), and “lobotomy” 
cards (like Eradicate). 


‘urn, where X 
cards revealed this way, 


The “reveal” mechanic compromises your stealth for more 
traditional benefits. 


Mark's initial design had only three lobotomy cards: a 
Terror-like card for black, a Shatter-like card for red, and 
an enchantment destruction card for white. The develop- 
ment team thought the lobotomy concept was so strong 
that it should become a full cycle, with each color getting 
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As long as Thran Golem is eerie 
it gets +2 +2 and gains flying, firs 
strike, and trample 

secure about his value to 


Karn felt more he didn’t n sed 


Urza when he realized 
regular trimmung. 


Creature enchantments get a boost in the arm with creatures 
that gain an additional benefit from being enchanted. 


its own lobotomy card. So we added an instant lobotomy 
counterspell card, moved the artifact destruction card to 
green, and added a nonbasic land destruction spell to red to 
replace the card we moved. 

Granted, red seems to have gotten a bad deal out of this 
shuffle. However, Sowing Salt might see play against decks 
that use a small number of nonbasic lands for access to a 
minor color, such as red decks that use four Cities of Brass 
to play Disenchants. Stripping someone of a color for the 
whole game can certainly be a great advantage (especially if 
your deck centers around artifacts or enchantments). 

The reveal mechanic went through a similar expansion. 
Originally there were just six creatures that used the reveal 
mechanic (one in each color and one artifact). Even in a 
small set, six cards won't stand out much (one notable 
exception being the pitch spells from the A//iances set), so 
we chose to expand this mechanic to include a second cycle 
of five spells that all mirror the effects of the creatures in 
each color. 

We also changed how the reveal cards worked. Originally 
you had to reveal your entire hand, but you still only got the 
bonus for cards of the correct type. During development we 
decided to add more strategy by not requiring you to reveal 
your whole hand. This made the reveal cards a little more 
powerful. If you only have to reveal as many cards as you 
like, you can conceal cards not in your main color and 
cards in your main color that you don’t want your opponent 
to see. 

Unlike the reveal cards, the “enchant-me” mechanic was 
basically unchanged from design to development. This is a 
series of four creatures (three blue and one artifact) that 
become more powerful when enchanted. We intersperse a 
lot of these minor themes among the main themes for most 
sets. Urza’s Destiny already had two major themes and one 
strong minor theme (the sacrifice-from-play cards), so the 
enchant-me creatures became the other minor theme. We 
try not to load too many themes into a set because players 
have to adapt to the new play environments, and too many 
new mechanics tend to overwhelm the environment. 


Perhaps one of the most important elements of develop- 
ment is balancing the set for Sealed-Deck play. We try to 
make each color equally playable in Limited environments. 
To do this, we rate each card and try to balance the colors 
based on these ratings. What this usually means to players 
is that for every power card you find in the set, you also find 
a card like Rofellos’s Gift (which isn’t very useful in Sealed) 
floating around in the mix. 

We also test the set for Draft environments, doing 
booster drafts with the current set and the large set that it 
follows. A lot of cards get altered here to help balance the 
set. Usually, some red and black cards get weakened because 
these colors tend to have the strongest basic effects in the 
game (for example, black’s creature removal and red’s direct 
damage). The power of these effects gets magnified in 
Limited environments. 

In addition, white tends to get really good life-gaining 
cards and defensive creatures during this stage, because 
white often has very small creatures, which make it less 
attractive for Sealed play, in which fatties often win you the 
game. Blue also tends to get some better spells to compen- 
sate for the fact that it usually has fewer creatures than any 
of the other colors. 


Everything you need for Limited Play: Direct 
damage, creature destruction, big creatures, and 


protection from flyers. 


Another major development task is the creation of the 
theme decks. We choose four themes we believe showcase 
the set and build decks around them. If the set has minor 
themes like the enchant-me creatures, we'll create decks 
around these themes. (For more on the Destiny theme 
decks, see page 42.) 


Es, Ceninwed op page 53 


Once more we peek into \ lagic R&D‘ crystal ball to look at decks that have 
done well in our internal “Future League.” This league was set up to enable us 
to see what the Standard environment of tomorrow will be like. In this case, 


“tomorrow” means just after the Urza's Destiny set comes out. 
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Futpye 
LE AQUE? 


Every other Wednesday, the Magic 
R&D team and some of Wizards’ 


most fanatic Magic players get 
together (over pizza, naturally) to 


Goblin Bombardment 


play Magic with cards that aren't 
cards yet. Our four-round Swiss- 
style Future-League tournamerits 
are set in the Standard environ- 
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“The purpose of the Future League is to try to get a feel for what the 
environment is going to be like in the future.” 
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Themes, coniinped 


To produce these decks, each person on the development 
team builds a prototype, and we test them against each other 
during several play sessions. We then tune and modify the 
prototype decks so they play well against one another and play 
reasonably well against theme decks from earlier sets in the 
cycle (in this case, the Urza’s Saga and Urza’s Legacy theme 
decks). 

The theme decks are intended to fall into the “fun con- 
structed” category. If you play a theme deck against your Pro 
Tour friend’s tournament deck, you'll probably get smacked 
around. However, if you play these decks against your friend’s 
Goblin theme deck or big creature deck, the theme decks 
should fare pretty well. The developer for each deck also pro- 
vides a decklist for an enhanced version of the deck. This 
enhanced deck comes closer to a tournament-level deck and 
shows players where the deck could go if they want to play 
around with the theme. 


IxcivemenT Levey 


One of the last factors we look at in development is whether 
or not the set has enough exciting cards. We call these tier 
one and tier two cards. These are cards we feel will be really 
hot (those that should eventually receive the highest tradabil- 
ity rating in the Duelist Price Index), either because they're 
good in tournament-level play or because they appeal to a 
large segment of players for casual fun play. 

Usually the first category contains noncreature cards, 
whereas the second category includes mostly big creatures. 
Yawgmoth's Bargain, which is probably the top card in the 
set, is an amazing Constructed tournament card. You can put 
it in several deck types and will usually want more than one 
copy in most of those decks. 

Finally, we once again check the balance of the set, by list- 
ing what we think are the top cards. We may miss one or two 
but we usually hit most of them. For the Urza's Destiny set, 
the development team felt Yawgmoth’s Bargain; Replenish; 
Academy Rector; Quash; Scent of Cinder; Goblin Marshal; 
Rofellos, Llanowar Emissary; and Temporal Adept were the 
cream of the crop. In addition, we think a few cards like 
Metalworker, Opalescence, Scent of Jasmine, and Donate will 
probably show up in weird combo decks. So, as you can see, 
each color got at least one decent Constructed card. 

In the end, Magic players, like new car owners, never see 
the raw, misshapen steel that we developers have to start with. 
Instead, you see a finely tuned, sleek sports car that rides like 
it’s on rails. But, um, don't let Mark know I called his designs 
“misshapen.” + 


The rivalry between Mike Elliott, lead developer of the 
Urza's Destiny set, and Mark Rosewater, the lead designer, 
is “friendly,” which is a good thing for Mark because Mike is 
about twice his size. 


“The League tells us if we’ve succeeded in capturing the concept of 
the expansion.” 
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Artifacts (4) 

2 Claws of Gix 

2 Grim Monolith 
White (31) 

4 Academy Rector 

1 Cessation 

1 Faith Healer 

1 Orim’s Prayer 

1 Pariah 

1 Peace of Mind 

2 Radiant’s Dragoons 
4 Replenish 

4 Scent of Jasmine 

1 Serra Avatar 

1 Serra’s Embrace 

2 Serra's Sanctum 

1 Spirit Link 

1 Spirit Mirror 

4 Soul Warden 

1 Warrior Angel 

1 Worship 

Black (2) 

2 Yawgmoth’s Bargain 
Lands (23) 

2 Forbidding Watchtower 
21 Plains 


What can I say about Yawgmoth’s Bargain? It’s the card we 
fear most in the Urza’s Destiny set, and Mark Rosewater’s 
“Nervous Rector” deck, while not broken, shows just how 
powerful this new version of Necropotence is. 

It’s one of those “circle of life” things. This deck explores 
(or is that exploits?) the relationship between life and cards. 
Because Yawgmoth’s Bargain can easily transform life into 
cards, the other cards in the deck are geared toward gaining 
a lot, and I do mean a /ot, of life. Soul Warden, Faith 
Healer, Radiant’s Dragoons, Warrior Angel, Spirit Link; 
Peace of Mind, Claws of Gix, and Scent of Jasmine are all 
strong life-gaining cards. Scent of Jasmine, which garners 
you 2 life for every white card you reveal, is especially effec- 
tive once the Bargain is in play. 

Nobody plays stuff anymore. Also, the Peace of 
Mind/Replenish combination can be obnoxious. If you dis- 
card enchantments with Peace of Mind, you gain 3 life for 
each one. Then Replenish brings them into play from your 
graveyard. So you gain lots of life and play all those 
enchantments at a discount. 

“The deck started because I was trying to find a way to 
play Yawgmoth's Bargain with Scent of Jasmine,” Mark says. 
“I then quickly hit upon the idea of a mono-white (well, 
almost mono-white) deck with two Yawgmoth’s Bargains. 
Two Destiny cards, Academy Rector and Replenish, would 
enable me to get the Yawgmoth’s Bargain into play without 
ever having to to pay its mana cost.” 

Don't plan on a pizza break. If the deck has a weakness, 
it’s that it doesn’t win quickly. But the boosts to your life 
total can help give you the time to set up the bargain. In 

fact, this deck can gain so much life that 
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He’s the deckmaster. They say ‘Hey, Mons. Got 
a deck | could use?’” 


nent (as Yawgmoth’s Bargain forces you to 
skip your draw phase). 


SCOTT HAMPTON 
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. Artifacts (29) There are countless great decks out there. The Future 
Grimm Monolith 2 Chimeric Staff League comes up with great deck tech, but it’s no match for 
4Grim Monolith — the furious mental energy of millions of Magic players 
2 Kam, Silver Golem — worldwide. So start playing with the Urza’ Destiny set and 
4Metalworker try to make a deck to equal—or overcome—these decks, -- 
2 Null Brooch 
3 Storage Matrix 
2 Storm Cauldron 
2 Temporal Aperture 
2 Ticking Gnomes 
2 Urza's Armor 
4 Voltaic Key 
Red (7) 
3 Arc Lightning 
1 Covetous Dragon 
1 Viashino Heretic 
2 Wildfire 
Lands (24) 
4 Ancient Tomb 
4 City of Traitors 
12 Mountain 
4 Wasteland 
The Duelist's own Michael Mikaelian brought us this gem 
one week. It’s one of those goofy decks that seems to find a 
way to win. This deck primarily seeks to exploit one card— 
Storage Matrix, which forces both players to choose arti- 
facts, creatures, or lands to untap (the other types stay 
tapped). 

Storage’ Matrix serves two functions in this:deck: 

It slows your opponent down. Because your opponent is 
forced to choose what to untap each turn, he or she can't 
attack with creatures and play new ones in the same turn. 

It speeds you up. Because Storage Matrix forces you to 
skip your untap phase, it enables you to get around things 
with untap costs (like Grim Monolith’s). Because the 
Matrix itself does the untapping, you simply choose “arti- 
facts” and all your artifacts, creature and noncreature alike, 
untap. “I can cheat if I use Grim Monolith and Voltaic 
Key,” said Mike. 

Start fast, finish strong. Like Scent of Jasmine in 
Mark's Evil Bargain deck, Metalworker works well 
indeed in this mostly artifact deck. Metalworker, which 
gives you generic mana for each artifact card you show 
your opponent, can provide a big mana boost early in 
the game. Covetous Dragon, a 6/5 creature that 
demands that you control artifacts, provides a nice fin- 
ishing punch. 

Dont rely on Disenchant. If you are playing against 
this deck, be sure to include a nonspell way of stopping 
artifacts, because Null Brooch can shut down decks that 
pack only a few Disenchants as their artifact killers. 
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Urza's preparations for the Phyrextan invasion move into their final stage. All he needs 
now is the human component of his Legacy—as both an integral part of the assembled 
weapon and the will that guides tt. 


MOMENT 
_ OF DI§TIN¥ 


by Scott McGough, Daneen McDermott, and Jess Lebow 
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an) | BpiLding An Army Ano An Heir 
At his Tolarian academy, Urza deciphers ancient Thran 
records and launches a program to enhance the bloodlines 
of Dominarian humans in places like Benalia and Jamuraa, 
where the residents have spent generations in the same 
location and have developed strong ties to the land. Urza 
also constructs an army of “metathran” (blue mz 
simulacra) to be soldiers in the coming conflict. Karn, the 
stalwart silver golem who has been at Urza's side for cen 
turies, is relegated to guarding the developing bloodlines. 
The refugees Urza rescued from Serra’s collapsing realm are 
also shunted aside as the planeswalker focuses his attention 


on his new projects. 


Diffeni in the Ranks 


Most of the Tolarian scholars (including Rayne, the academy’s chan- 

cellor, and her husband Barrin, Urza’s longtime ally) are horrified at 

Urza's experiments. There is organized resistance and protest within 

the staff, and some members even resign. However, one tutor, named 

Gatha, is intrigued by what he learns. Gatha also leaves the academy, 

but only so he can set up his own laboratory in the harsh warrior nation of Keld. 


Warrier!” Bleed 


Gatha’s Keldon hybrids develop faster than Urza’s projects but are far more unstable 
and dangerous. However, Gatha’s tampering produces a line of even more fearsome 
Keldon warlords. These enhanced Keldons can inspire bloodlust in their troops but, 
in turn, gain strength from that bloodlust, forming an endlessly increasing loop of 
battle frenzy. The fiercest of these new warlords eventually seizes power in Keld, 
with Gatha safely established at his right hand. 
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Meanwhile, a young Llanowar elf named Rofellos meets and 
forms a fast friendship with Yavimaya’s emissary, Multani. 
The elves and other creatures of Yavimaya are also evolving, 
becoming more in tune with the forest and more adept at 


combat, evasion, and stealth. Through Rofellos, the forest 


, 


incorporates many of Llanowar’s war tactics into its new 


defense system. Yavimaya has an opportunity to test its 
progress when a Phyre: aissance squad at 
Although the forest proves to be well prepared for the com- 
ing storm, Yavimaya closes its borders so that it can continue 


developing its defenses without external distracti 
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Urza monitors Gatha’s experiments in Keld, but when 
Phyrexia also takes notice, Gatha and Keld must fend for 
themselves. However, Urza once more attracts the attention 
of the Phyrexian negators—fearsome hunter-killers who 
have been pursuing him for centuries. He destroys all but 
one of the foul beasts; it flees the scene of battle. With the 
planeswalker in pursuit, the wounded negator escapes to a 
nearby plane. Urza follows, catches, and eliminates the 
Phyrexian agent—only to find himself in a strange, dark 
plane he’s never seen before: Rath. 


Rathi Proving Groynd 


Urza surveys the operations of 

| plane, which is under 
the dominion of the self- 
proclaimed evincar, Davvol, and 
quickly realizes how Rath fits into 
the larger invasion scheme. He 
also meets Lyna of the Soltari 
and offers to bring her people to 


Dominaria in exchange for their 
assistance once the invasion 
begins. Urza planeswalks back 
to Dominaria, rushing to com- 
plete the organic component of 
his Legacy ahead of schedule. 


Ind of the kine A 


By now, the Phyrexians have discovered Urza’s bloodlines 
experiment, but don’t yet understand its purpose. Their 
agents begin to attack regions where Urza has been most 
active, and Karn risks everything to save the developing 
Capashen bloodline in Benalia. After the Phyrexians devas- 
tate an entire Capashen village, the silver golem carries the 
only survivor, an infant, to distant Jamuraa for safekeeping. 


SquAring OFF 


The millennia-long chess match between Urza and 
Phyrexia approaches its endgame. Titanic forces have been 
mustered on both sides, battle strategies have been honed to 
surgical precision, and the final preparations are under way. 
All that remains is for the combatants to engage each other. 
No matter who prevails and who is destroyed, Dominaria 
will never be the same. + 


Academy Rector 

Creature — Cleric 

1/2 

When Academy Rector is put into a graveyard 
from play, you may remove Academy Rector from 
the game. If you do, search your library for an 
enchantment card and put that card into play 
Then shuffle your library. 

Illus. Heather Hudson 1/143 


Archery Training, * 
Enchant Creature U 
At the beginning of your upkeep, you may put an 
arrow counter on Archery Training. 

Enchanted creature gains “@: This creature deals 
X damage to target attacking or blocking crea- 
ture, where X is the number of arrow counters on 
the Archery Training enchanting this creature.” 


Illus. Mark Brill 2/143 


Capashen Knight 1* 
Creature — Knight c 
1/1 
First strike 

1 #: Capashen Knight gets +1/+0 until end of 
turn. 

Few warriors dare to challenge a knight of Capashen 
Should one do so, there is one fewer, 


Illus. Kev Walker 3/143 


Capashen Standard * 
Enchant Creature c 
Enchanted creature gets +1/+1. 

2 , Sacrifice Capashen Standard: Draw a card. 
Benalia has no need for peacocks to serve as symbols of 
vanity. The Capashens strut more proudly than any 
bird. 


Illus. Todd Lockwood 4/143 


Capashen Templar 2* 
Creature — Knight Cc 
2/2 

#: Capashen Templar gets +0/+1 until end of 
turn. 

Their shields are Benalia’s outermost battlements 


Illus. Todd Lockwood 5/143 


False Prophet 
Creature — Cleric 
2/2 

When False Prophet is put into a graveyard from 
play, remove all creatures from the game. 

“You lived for Serra’s love. Will you not die for it?” 
Illus. Eric Peterson 6/143 


Fend Off 1* 

Instant Cc 

Cycling 2 

Target creature deals no combat damage this turn. 
The best defense is to not get bit. 
Illus. Paolo Parente 


2%* 


7/143 


Field Surgeon 

Creature — Cleric 

V/1 

Tap an untapped creature you control: Prevent the 
next 1 damage to target creature this turn 
Commanders order soldiers to attack. F 

order them to heal. Both are obeyed 

Illus. Heather Hudson 


Flicker 1* 
Sorcery 

Remove target nontoken permanent from the 
game, then return it to play under its owner's con 
trol 

Who is truer: you who are, or you who are to be? 
Illus. Douglas Shuler 9/143 


Jasmine Seer 3* 
Creature — Wizard } 
1/1 

2 #, ®: Reveal any number of white cards in 
your hand. You gain 2 life for each card revealed 
this way. 


Illus. Donato Giancola 10/143 


Mask of Law and Grace * 

Enchant Creature Cc 

Enchanted creature gains protection from black 

and protection from red. 

The archangels zealously drove Serra’ light into 
corner of their new home as if their creator still 

commanded them. 


Illus. Kev Walker 11/143 
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Master healer 4* 
Creature — Cleric 

1/4 

>: Prevent the next 4 damage to target creature 
or player this turn. 

Bebind bis eyes is the pain of every soldier bis hands 
have healed. 


Illus. Adam Rex 12/143 


Opalescence 2** 
Enchantment 

Each other global enchantment is a creature with 
power and toughness each equal to its converted 
mana cost. It’s still an enchantment. 


Illus. John Avon 13/143 


Reliquary Monk 2* 
Creature — Cleric c 
22 

When Reliquary Monk is put into a graveyard 
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from play, 
A thing of S: 


faith. 


‘Tilus. Thomas M. Baxa 


Replenish 

Sorcery 

Return all enchantment cards from your grave- 
yard to play. (Local A 


Sanctimony 

Enchantment 

Whenever one of your opponents taps a mm 
for mana, you may gain 1 life. 
fo 


Illus. M 


Scent of Jasmine 
Instant 
Reveal any number of w 


Illus. Douglas Shuler 
Scour 2e* 
Instant 

Remove target enchantment from the game. 


Search its controller's graveyard, hand, and library 


for all copies of that card and remove them from 
the game. That player then shuffles his or her 
library. 


Illus. Eric Peterson 18/143 


Serra Advocate 3% 
Creature — Angel U 
2/2 

Flying 

: Target attacking or blocking creature gets 
+2/+2 until end of turn. 

An angel's touch can prepare a soldier for battle more 
than a thousand military drills. 
Illus. Scott Hampton 


Solidarity 3% 
Instant Cc 
Creatures you control get +0/+5 until end of turn. 


19/143 


Their commitment to Serra is as solid as any shield. 
Illus. John Zeleznik 20/143 


Tethered Griffin ” 
Creature — Griffin 

2/3 

Flying 

When you control no enchantments, sacrifice 
Tethered Griffin. 

Poorly trained griffins sometimes attack the noble 
audiences that gather to watch their progress. 

Illus. Matthew Wilson 


Tormented Angel 
Creature — Angel 


1/5 


Flying 


lus. Greg & Tim Hildebr: 


Voice of Duty 
Creature — Angel 


>> 


Duty, a 
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Illus. Mark Zug 


Voice of Reason 
Creature — Angel 


—Song of All, canto 167 
Illus. Ray Lago 24/143 
Wall of Glare 1* 
Creature — Wall c 
0/5 
(Walls can't attack.) 
Wall of Glare may block any number of creatures 
each combat. 
The blinding barrier served Benalia better than a 
hundred shields. 


Illus. Patrick Ho 25/143 


Aura Thief 3¢ 
Creature — Illusion 

22 

Flying 

When Aura Thief is put into a graveyard from 
play, you gain control of all enchantments. (You 
don't get to move local enchantments,) 

Illusion steals reality from the unwise. 


Illus. Ron Spears 26/143 


Blizzard Glemental 5¢ee 
Creature — Elemental 
5/5 
Flying 

3 @: Untap Blizzard Elemental. 

Students who had seen Rayne argue with Urza were 
certain she bad summoned it to make bim seem 
warmer by comparison. 


Illus. Thomas M. Baxa 7/143 


Brine Seer 3¢ 
Creature — Wizard U 
V/1 

2 @, : Reveal any number of blue cards in 


your hand. Counter target spell unless its con- 
troller pays 1 for each card revealed this way. 
Illus. Donato Giancola 28/143 


Bubbling Beebles 46 
Creature — Beeble c 
3/3 
Bubbling Beebles is unblockable as long as 
defending player controls an enchantment. 
“Chancellor Rayne canceled the annual beeble roast. 1 
should have married a crueler woman.” 

—Barrin 
Illus. Jeff Miracola 29/143 
Disappear 266 
Enchant Creature H 
: Return enchanted creature and Disappear to 
their owners’ hands 
If at first y ed, Tut 


0 away and bide. 
Illus. Edward P. Beard, Jr 


30/143 


Donate 2¢ 

Sorcery 

Target player gains control of target permanent 

you control. 

Campus pranksters initiate new students with the ole 
amb” routine 


Illus. Jeff Miracola 


Fatigue 

Sorcery 

Target player skips his or her next draw step. 
“Mind if | just lie down right here for a few weeks?” 


Illus. Jeff Miracola 32/143 


Fledgling Osprey ‘ 
Creature — Bird Cc 
1/1 

Fledgling Osprey gains flying as long as it’s 
enchanted 

It isn't trul 


Illus. Heather Hudson 


Illuminated Wings 
Enchant Creature 


ut of the freedom 


Illus. Jim Nelson 


Iridescent Drake 

Creature — Drake 

2/2 

Flying 

When Iridescent Drake comes into play, return 
target enchant creature card from a graveyard to 
play enchanting Iridescent Drake. (You control 
that enchantment.) 


Illus. Jim Nelson 35/143 


Kingfisher 3¢ 
Creature — Bird c 
2/22 

Flying 

When Kingfisher is put into a graveyard from 
play, draw a card. 

It's tastiest when served with the fish it stole 


Illus. Edward P. Beard, Jr. 36/143 


Mental Discipline lee 

Enchantment c 
1 6, Choose and discard a card from your hand: 

Draw a card. 

Barrin drowned bis doubts about Urza's project by 

delving ever deeper into its details, 


Illus. Edward P. Beard, Jr. 37/143 


Metathran @lite lee 
Creature — Soldier U 
2/3 

Metathran Elite is unlockable as long as it's 
enchanted. 

If the eyes are windows to the soul, their souls are not 
of this world. 


Illus. Jim Nelson 38/143 


Metathran Soldier le 
Creature — Soldier c 


1/1 

Metathran Soldier is unblockable. 

Just as Serra crafted angels of light and faith, Urza 
constructed an army of sorcery and power to resist the 
coming invasion 


Illus. Paolo Parente 39/143 


Opposition 266 
Enchantment 
Tap an untapped creature you control: Tap target 
artifact, creature, or land. 
"Urza says be’ sane. Perbaps, but measures of sanity 
among planeswalkers are hard to come by. : 

—Barrin 


Illus. Todd Lockwood 40/143 


Private Research ‘ 
Enchant Creature : 
At the beginning of your upkeep, you may put a 
page counter on Private Research 

When enchanted creature is put into a graveyard, 
draw a card for each page counter on Private 
Research. 

Illus. Scott M. Fischer 41/143 
Quash 206 
Instant U 
Counter target instant or sorcery spell. Search its 
controller's graveyard, hand, and library for all 
copies of that card and remove them from the 
game. That player then shuffles his or her library. 
Illus. Don Hazeltine 42/143 


Rayne, Academy Chancellor 
Creature — Wizard Legend 
1/1 
Whenever you or a permanent you control 
becomes the target of a spell or ability controlled 
by one of your opponents, you may draw a-card, 
and if Rayne, Academy Chancellor is enchanted, 
you may draw another card 
Illus. Matthew Wilson 43/143 
Rescue ‘ 
Instant C 
Return target permanent you control to its 
owner's hand. 
“Urza, I've discovered more promising students than 
you and my husband have, combined. And I haven't 
lost a single one.” 

—Rayne, Academy Chancellor 


Illus. Greg Staples 44/143 


Scent of Brine 1é 
Instant c 
Reveal any number of blue cards in your hand. 
Counter target spell unless its controller pays 1 
for cach card revealed this way. 
Illus. Greg Staples 


Sigil of Sleep e 
Enchant Creature Cc 
Whenever enchanted creature deals damage to a 

player, return target creature that player controls 

to its owner's hand. 

Arrows are only one way to remove an enemy. 


Illus. Greg & Tim Hildebrandt 46/143 


45/143 


Telepathic Spies 26 
Creature — Wizard Cc 
2/2 

When Telepathic Spies comes into play, look at 
target opponent's hand. 

‘Do try to keep an open mind, would you?” 


Illus. Thomas M. Baxa 47/143 


Temporal Adept lee 
Creature — Wizard 

1/1 

@ @ @, ©: Return target permanent to its 


owner's hand. 
“Of course she's at the bead of her class. All her class- 


mates have disappeared.” 
—Gatha, Tolarian renegade 


Illus. Heather Hudson 48/143 


Thieving Magpie 2e6 
Creature — Bird 
13 
Flying 
Whenever Thieving Magpie deals damage to one 
of your opponents, you draw a card. 
Rayne once made several unkind comparisons 
between the bird's naked opportunism and Urza’ 
Illus. Una Fricker 49/143 
Treachery 346 
Enchant Creature 
When Treachery comes into play, if you played it 
from your hand, untap up to five lands. 
You control enchanted creature 
“The academy educates; I employ. It's a perfect 
arrangement.” 

—Gatha, Tolarian renegade 
Illus. Matthew Wilson 50/143 
Apprentice Necromancer 1@ 
Creature — Wizard 
1/1 
®, ©, Sacrifice Apprentice Necromancer 
Return target creature card from your graveyard 
to play. That creature gains haste. At end of turn, 
sacrifice it. (The creature may attack and @ the 
turn it comes under your con 
Illus. Pete Venters 51/143 


Artricion 1ee 
Enchantment 

@, Sacrifice a creature: Destroy target nonblack 
creature. 

‘T will trade life for hf 


resources, unlike theirs, an 


Illus. Scott M. Fischer 


Body Snatcher 

Creature — Minion 

2/2 

When Body Snatcher comes into play, you may 
choose and discard a creature card from your 
hand. If you don't, remove Body Snatcher from 
the game. 

When Body Snatcher is put into a graveyard from 
play, remove Body Snatcher from the game and 
return target creature card from your graveyard to 
play. 


Illus. Mark Zug 53/143 


Bubbling Muck ? 
Sorcery c 
Until end of tun, whenever a player taps a 
swamp for mana, it produces an additional @. 
The muck claims a hundred living things for each 
meager treasure it spews forth. 
Illus. Greg & Tim Hildebrandt 


Carnival of Souls 1@ 
Enchantment 

Whenever a creature comes into play, you lose 1 
life and add @ to your mana pool. 

“Davvol, blast those elves.’ Davvol, transport those 
troops.’ No one cares that today is my birthday.” 
Illus. Brian Sndddy 55/143 


Chime of Night 1® 
Enchant Creature c 
When Chime of Night is put into a graveyard 
from play, destroy target nonblack creature. 
Many sent to serve Davvol carried such instruments, 
as if to remind bim who their true masters were. 
Illus. Pete Venters 56/143 


54/143 


Disease Carriers 2e¢@ 
Creature — Rat c 
2/2 

When Disease Carriers is put into a graveyard 
from play, target creature gets -2/-2 until end of 
turn, 

Rath is a disease all its inbabitants carry. 


Illus. Chippy & Matthew Wilson 57/143 


R&D’S 


TOP 10 


by Mark Rosewater 


The designers and developers of 
the Magic: The Gathering game 
are often asked for their opinions 
on particular cards. Everyone 
else seems to be making Top 10 
lists these days, so Magic R&D 
decided to throw our collective 
hat in the ring and give you our 
opinion of the best that Urza’s 
Destiny has to offer. 


And you thought Necro was 
dead? This new Necropotence 
variant should send ripples 
throughout the tournament 
scene. Few cards make our 
banned and restricted “watch 
list” before they're released. To 
use a little Pro Tour slang, 
Yawgmoth’s Bargain is “some 
good.” 


This card is too big for only one 
slot. Black: it’s not just for Living 
Death anymore. 


as 


R&D has been trying to increase 
the quality of legends in recent 
years. Mission accomplished. 
Two mana for a 2/1 Elf that will 


give Gaea’s Cradle a run for its 
money in mana production. 
Rofellos should make the “R&D 
hates green” conspiracy theo- 
rists pause for a moment before 
sending out their post-Destiny 
“green gets hosed again” 
emails. 


Seldom are players more scared 
of a creature dead than alive. In 
playtesting, we discovered that 
Academy Rector makes a great 
blocking threat because your 
opponent doesn’t want to attack 
when it’s on the table. Once 
Academy Rector hits the grave- 
yard, you know some nasty 
enchantment is coming directly 
from the library into play. Hmm, 
perhaps Yawgmoth's Bargain? 


Rats 


A tournament-quality Rat from 
Portal—Second Age...has the 
world come to an end? Following 
in the footsteps of Wildfire 
(which dominated Pro Tour-New 
York), the Rats should remind 
everyone that Portal does not 
equal harmless. What can you 
do with a two-cost 1/1 Rat with a 
comes-into-play discard effect? 
Oh, you'll see. 


Rave 


Dying Wail 1@ 
Enchant Creature Cc 
When enchanted creature is put into a graveyard 
from play, target player chooses and discards two 
cards from his or her hand. 

This is a world of spiteful wasps that sting and kill 
even as they die. 


Illus. Brian Sndddy 58/143 


Gncroach ? 
Sorcery U 
Look at target player's hand and choose a 
nonbasic land card from it. That player discards 
that card. 
“The rate of spread in this region is unacceptable. 
Start again.” 

—Davvol, Evincar of Rath 


Illus. rk post 59/143 


Gradicate 22? 
Sorcery U 
Remove target nonblack creature from the game. 
Search its controller's graveyard, hand, and library 
for all copies of that card and remove them from 
the game. That player then shuffles his or her 
library. 


Illus. Kev Walker 60/143 


Festering Wound 1®@ 
Enchant Creature U 
At the beginning of your upkeep, you may put an 
infection counter on Festering Wound. 

At the beginning of the upkeep of enchanted 
creature's controller, Festering Wound deals X 
damage to that player, where X is the number of 
infection counters on Festering Wound. 


Illus. Chippy & Matthew Wilson 61/143 


Lurking Jackals t 
Enchantment U 
When one of your opponents has 10 life or less, if 
Lurking Jackals is an enchantment, it becomes a 
3/2 Hound creature. 

Often it's not the bunter or the bunted but the oppor 
tunist who thrives in Rath. 


Illus. Greg Staples 62/143 


Nightshade Seer 32 
Creature — Wizard U 
1/1 

2 @, ©: Reveal any number of black cards in 
your hand. Target creature gets -X/-X until end of 
turn, where X is the number of cards revealed this 
way. 


Illus. Donato Giancola 63/143 


Phyrexian Monitor 3@ 
Creature — Skeleton c 
22 

®: Regenerate Phyrexian Monitor. 

Being one would be an bonor, if the word “honor” had 
any meaning in Phyrexia, 


Illus. Carl Critchlow 64/143 


Dhyrexian Negator 2¢ 
Creature — Horror 

5/5 

Trample 

Whenever Phyrexian Negator is dealt damage, 
sacrifice a permanent for each 1 damage dealt to 
it. 

They exist to cease. 


Illus. John Zeleznik 65/143 


Plague $ 4@ 
Creature ar U 


3/3 

When Plague Dogs is put into a graveyard from 
play, all creatures get -1/-1 until end of turn. 

2, Sacrifice Plague Dogs: Draw a card. 

They're not just retrievers, they're carriers. 


Illus. Chippy & Matthew Wilson 66/143 


Rapid Decay 1@ 
Instant 

Cycling 2 

Remove from the game up to three target cards in 
a single graveyard. 


The grave robbers arrived the day after the burial. 
They were a day too late. 


Illus. Chippy 67/143 


Ravenous Rats 1@ 
Creature — Rat c 
V1 
When Ravenous Rats comes into play, target 
opponent chooses and discards a card from his or 
her hand. 
“For all the priceless tomes they have destroyed, one 
would think they would taste better.” 

—Davvol, Evincar of Rath 


Illus. Carl Critchlow 68/143 


Scent of Nightshade 1@ 
Instant c 
Reveal any number of black cards in your hand. 
Target creature gets -X/-X until end of turn, 
where X is the number of cards revealed this way. 
Illus. John Avon 


Skictering horror 
Creature — Horror 
43 
When you play a creature spell, sacrifice 
Skittering Horror. 
“This monstrosity will do—for now." 
—Davvol, Evincar of Rath 


Illus. Mark Zug 70/143 


Slinking Skirge 3@ 
Creature — Imp Cc 
2/1 

Flying 

2,, Sacrifice Slinking Skirge: Draw a card. 
Davvol encouraged the skirges; they made excellent 
sentries and were quite edible if properly seasoned. 
Illus. Ron Spencer 71/143 


Soul Feast 3@2 
Sorcery U 
Target player loses 4 life and you gain 4 life. 

As no one has ever accepted a second invitation to 
Davwvol's table, the evincar often dines alone 


Illus. Ray Lago 72/143 


Squirming Mass 1@ 
Creature — Horror c 
1/1 

Squirming Mass can't be blocked except by arti- 
fact creatures and black creatures. 

Only the coldest hearts and the strongest stomachs can 
stand against it. 


Illus. Ron Spencer 73/143 


Twisted Gxperiment 1® 
Enchant Creature c 
Enchanted creature gets +3/-1. 

Gatha showed remarkable prowess in increasing bis 
subjects’ stature. Their lifespans, however, were 
another matter. 
Illus. rk post 


74/143 


Yawgmoth’s Bargain 4? 
Enchantment 

Skip your draw step. 

Pay 1 life: Draw a card. 

He craves only one commodity. 
Illus. Michael Sutfin 


FBither Sting 32 
Enchantment U 
Whenever one of your opponents plays a creature 
spell, Ether Sting deals 1 damage to that player. 
When Gatha fell, be was called to account for each 
abomination he created. 
Illus. Pete Venters 


Bloodshot Cyclops 5@ 
Creature — Giant 
4/4 


75/143 


76/143 


©, Sacrifice a creature: Bloodshot Cyclops deals 
X damage to target creature or player, where X is 
the sacrificed creature's power. 

After their first encounter, the goblins named him 
Chuck. 

Illus. Ray Lago 77/143 
Cinder Seer 3@ 
Creature — Wizard U 
V1 

2 @, @: Reveal any number of red cards in your 
hand. Cinder Seer deals X damage to target crea- 
ture or player, where X is the number of cards 
revealed this way. 


Illus. Donato Giancola 78/143 


Colos Yearling 22 
Creature — Beast c 
V1 

Mountainwalk (This creature is unblockable as long 
as defending player controls a mountain.) 

@: Colos Yearling gets +1/+0 until end of turn, 
A steed grows with its rider. 
Illus. Patrick Ho 79/143 
Covetous Dragon 42 
Creature — Dragon 

6/5 

Flying 

When you control no artifacts, sacrifice Covetous 
Dragon. 

Gatha survived as long as be did by giving all Keld’s 
predators exactly what they wanted. 


Illus. rk post 80/143 


Flame Jet 12 

Sorcery c 

Cycling 2 

Flame Jet deals 3 damage to target player. 

Did the land make the Keldons? Did the Keldons 

make the land? Or were they simply meant for each 

other? : 

Illus. John Avon 81/143 

Goblin Berserker 3@ 

Creature — Goblin U 

2/2 

First strike; haste (This creature may attack and @ 

the turn it comes under your control.) 

Goblins don't know the meaning of the word “tac- 

that matter. 
82/143 


tics"—or the word “meaning,” fo 


Illus. Christopher Rush 


Goblin Festival le 
Enchantment 

2: Goblin Festival deals 1 damage to target crea- 
ture or player. Flip a coin. If you lose the flip, 
choose one of your opponents. That player gains 
control of Goblin Festival. 
“What are we celebratin’ again?” 
Illus. Jeff Laubenstein 


Goblin Gardener 32 
Creature — Goblin c 
2 

When Goblin Gardener is put into a graveyard 
from play, destroy target land. 

“Grow food in dirt? Save time—eat dirt.” 
Illus. Dan Frazier 


Goblin Marshal 
Creature — Goblin 
3/3 

Echo 

Whenever Goblin Marshal comes into play or is 
put into a graveyard from play, put two 1/1 red 
Goblin creature tokens into play. 
Illus. DiTerlizzi 


83/143 


84/143 
422 


85/143 


Goblin Masons le 
Creature — Goblin Cc 
2/1 

When Goblin Masons is put into a graveyard 
from play, destroy target Wall. 

“Goblins build with true zeal—and anything else 
within arm’ reach.” 


Illus. DiTerlizzi 86/143 


bulking Ogre 

Creature — Ogre 

3/3 

Hulking Ogre can't block. 

“The Keldons’ ogre campaign provided more body 

parts than my meager facility could properly use.” 
—Gatha, Tolarian renegade 

Illus. Greg & Tim Hildebrandt 87/143 


Impatience 22 
Enchantment 

At the end of each player's turn, if that player 
didn't play a spell that turn, Impatience deals 2 
damage to him or her. 

Ask a Keldon to hold bis temper and you'll be left 
bolding your guts 
Illus. Mark Brill 88/143 
Incendiary o 
Enchant Creature U 
At the beginning of your upkeep, you may put a 
fuse counter on Incendiary. 

When enchanted creature is put into a graveyard, 
Incendiary deals X damage to target creature or 
player, where X is the number of fuse counters on 
Incendiary. 


Illus. Jeff Laubenstein 89/143 


Keldon Champion 200 
Creature — Barbarian U 
3/2 

Echo; haste (This creature may attack and the 
turn it comes under your control.) 

When Keldon Champion comes into play, it deals 
3 damage to target player. 


Illus. Mark Tedin 90/143 


Keldon Vandals 22 
Creature — Townsfolk C 


When Keldon Vandals comes into play, destroy 
target artifact 


phie and catapult ammuniti n 


Illus. Greg Staples 


Landslide 
Sorcery 
Sacrifice any number of mountains, Landslide 
deals that much damage to target player. 
Sometimes the mountain takes. 

—Keldon saying 
Illus. Jeff Laubenstein 92/143 
Mark of Bury 2 
Enchant Creature Cc 
Enchanted creature gains haste. (It may attack and 
® the turn it comes under your control.) 
At end of turn, return Mark of Fury to its owner's 
hand. 
Many Keldon warriors bear the mark of intentional 
insanity. 


Illus. Thomas M. Baxa 93/143 


Reckless Abandon 2 
Sorcery c 
As an additional cost to play Reckless Abandon, 
sacrifice a creature. 

Reckless Abandon deals 4 damage to target crea- 
ture or player. 

The climax of a wwarlord's career is always death, 
Illus. Ron Spears 94/143 
Repercussion 1:2 
Enchantment 

Whenever a creature is dealt damage, 
Repercussion deals that much damage to that 
creature's controller. 

Not all Keld's warriors are found on the battlefield. 
Illus. Michael Sutfin 95/143 


Scent of Cinder 12 
Sorcery c 
Reveal any number of red cards in your hand. 
Scent of Cinder deals X damage to target creature 
or player, where X is the number of cards revealed 
this way. 


Illus. Mare Fishman 96/143 


Sowing Sale 2e@ 
Sorcery U 
Remove target nonbasic land from the game. 
Search its controller's graveyard, hand, and library 
for all copies of that card and remove them from 
the game. That player then shuffles his or her 
library. 

Illus. Todd Lockwood 97/143 
Trumpet Blast 22 
Instant c 
Attacking creatures get +2/+0 until end of turn. 
Keldon warriors don't need signals to tell them when 
to attack, but when to stop. 


Illus. Carl Critchlow 98/143 


Wake of Destruction 3e0e@0e@ 
Sorcery 

Destroy target land and all lands with the same 
name as that land. 

Land charred black, rivers boiled, 

Crops and wells alike despoiled, 

Mountains leveled, fo rests felled— 

Footprints of the beasts of Keld. 


Illus. Todd Lockwood 99/143 


Wild Colos 22@ 
Creature — Beast c 
2/2 

Haste (This creature may attack and © the turn it 

comes under your control.) 

You'll never get a Keldon's goat. 


Illus. Mare Fishman 100/143 


Ancient Silverback 

Creature — Ape 

6/5 

@: Regenerate Ancient Silverback. 
The Phyrexian killing machines couldn't have known 


400 


the seriousness of their mistake in wounding the 
ape—theyd never seen it angry 


Illus. Paolo Parente 101/143 


Compost 1@ 

Enchantment U 

Whenever a black card is put into one of your 

opponents’ graveyards, you may draw a card. 

A fruit must rot before its seed can sprout. 
—Yavimaya saying 

Illus. Douglas Shuler 102/143 


Elvish Lookout * 
Creature — Elf C 
V1 

Elvish Lookout can't be the target of spells or 
abilities. 

Like a masterful quilter, Yavimaya stitches together 
patches of color to warn its denizens of threats. 

Illus. Greg & Tim Hildebrandt 103/143 


Qlvish Piper 3@ 
Creature — Elf 
V1 
@, ©: Puta creature card from your hand into 
play. 
From Gaea grew the world, and the world was 
silent. From Gaea grew the world's elves, and the 
world was silent no more. 

—Elvish teaching 
Illus. Scott M. Fischer 104/143 


Gmperor Crocodile 3@ 
Creature — Crocodile 

5/5 

When you control no other creatures, sacrifice 
Emperor Crocodile. 

The king of Yavimaya's waters pays constant atten- 
tion to bis subjects... and thrives on their adulation. 
Illus. Kev Walker 105/143 


‘Tilus. Michael Sutfin 


Gamekeeper 3@ 
Creature — Elf U 
2/2 

When Gamekeeper is put into a graveyard from 
play, you may remove Gamekeeper from the 
game. If you do, reveal cards from your library 
until you reveal a creature card, Put that card into 
play and put the other cards revealed this way 
into your graveyard. 


Illus. Scott Hampton 106/143 


Goliath Beetle 2° 
Creature — Insect c 
3/1 

Trample 

The balance of nature dictates that one day humans 
will be stepped on by bugs. 


Illus. Don Hazeltine 107/143 


heart Warden 1@ 

Creature — Elf Cc 

V/1 

®: Add one green mana to your mana pool 

2, Sacrifice Heart Warden: Draw a card, 

‘In Llanowar, we tend the forest's boughs and 

branches. In Yavimaya, we are a part of them.” 
—Rofellos of Llanowar 


Illus. Adam Rex 108/143 


hunting Moa 2@ 
Creature — Beast U 
3/2 

Echo 

Whenever Hunting Moa comes into play or is 
put into a graveyard from play, put a +1/+1 
counter on target creature 


Illus. DiTerlizzi 109/143 


Ivy Seer 3@ 
Creature — Wizard U 
1/1 

2 @, ®: Reveal any number of green cards in 
your hand. Target creature gets +X/+X until end 
of turn, where X is the number of cards revealed 
this way. 

Illus. Donato Giancola 110/143 
Magnify so 
Instant c 
All creatures get +1/+1 until end of turn. 

The seed torches’ pollen gives off light, but the elves 
find it heightens their senses as well 

111/143 


Marker Beetles 1ae 
Creature — Insect c 
2/3 

When Marker Beetles is put into a graveyard 
from play, target creature gets +1/+1 until end of 
turn. 

2 , Sacrifice Marker Beetles: Draw a card. 

In case of emergency, crush bug. 


Illus. Ron Spencer 112/143 


Momentum 2” 
Enchant Creature U 
At the beginning of your upkeep, you may put a 
growth counter on Momentum. 

Enchanted creature gets +1/+1 for each growth 
counter on Momentum, 
Illus. Carl Critchlow 


Multani’s Decree 3@ 
Sorcery 

Destroy all enchantments. You gain 2 life for each 
enchantment destroyed this way. 

“This is my place of power. Nothing can take root here 
unless I allow it.” 


113/143 


—Multani, 


maro-sorcerer 


Illus. Eric Peterson 114/143 


Pattern of Rebirth 3@ 

Enchant Creature 

When enchanted creature is put into a graveyard 

from play, that creature's controller may search his 
or her library for a creature card and put that card 
into play. If that player does, he or she then shuf- 
fles his or her library. 


Illus. Mark Brill 115/143 


Replenish 


Replenish is Living Death for 
enchantments that works only on 
you, and doesn’t destroy your 
enchantments in play! This card 
may single-handedly raise the 
percentage of enchantments in 
tournament play by a few points. 
Try it, you'll like it. 


comes into play, 

jands. 

You contro! enchanted creature 
= % 
The academy educates; J employ. It's 


ge rmnent. 
2 ee ron oe 


Treachery 
wo five 


What do you get when you mix 
the “free” mechanic with an old 
tournament staple like Control 
Magic? Answer: A new tourna- 
ment staple sure to find a place 
in the arsenal of anyone playing 
blue. With half our Top 10 list 
dedicated to creatures, you're 
going to need it. 


Storape Matyi, 


Storage Matrix 


One sign of a strong card is 
when decks get named after it. 
Expect to see Storage Matrix 
decks that take advantage of this 
Winter Orb variant. The card is 
particularly strong in artifact- 
heavy decks (not that we expect 
to see any of those). 


o@ 
/ 
: 


rt aed 


Ogfish 


When this new counterspell 
stops an instant or sorcery, it 
stops that spell for good. The 
“lobotomy” card for blue, Quash 
will provide control freaks with 
answers to all sorts of pesky 
problems like Disenchant and 
Hammer of Bogardan. 


Emperor Crocodile 


This is a 5/5 creature for only 
four mana. Beefy. The Croc’s 
only drawback is a dependency 
on creatures, a condition those 
playing green should have little 
problem meeting. With mono- 
green making a comeback, 
watch out for the Crocodile. 


Goblin Marshal 


R&D’s Top 10 list is like no 
other. Ours goes to 11. The last 
entry is a rather large Goblin. A 
3/3 creature for six mana with 
echo would seem a little dubious 
at first glance. But with Goblin 
Lackey still in the environment, 
the Marshal provides the ulti- 
mate Goblin generator: it makes 
Goblins coming and going. 


Honorable Mentions 


Attrition, Donate, Eradicate, 
Keldon Champion, and 
Metalworker. 


Plated Spider 4” 
Creature — Spider Cc 
4/4 

Plated Spider may block as though it had flying. 
Mast spiders wait patiently for their prey to arrive. 
Most spiders aren't forty feet tall. 
Illus. Ron Spencer 


Plow Under 
Sorcery 

Put two target lands on top of their owner's 
library. 

To renew the land, plow the land. To destroy the 
land, do nothing. 


116/143 
3@@ 


—Druids’ saying 
Illus. Edward P. Beard, Jr. 117/143 
Rofellos, Llanowar Gmissary ae 
Creature — Elf Legend 
2/1 
: Add one green mana to your mana pool for 
each forest you control. 


Illus. Michael Sutfin 118/143 


Rofellos's Gift * 
Sorcery c 
Reveal any number of green cards in your hand. 
Return an enchantment card from your graveyard 
to your hand for each card revealed this way. 
‘Rise, elf: We are both of Gaea, and thus we are 
equal.” 

—Multani, to Rofellos 


Illus. Pete Venters 119/143 


Scent of Ivy * 
Instant C 
Reveal any number of green cards in your hand. 
Target creature gets +X/+X until end of turn, 
where X is the number of cards revealed this way. 
Illus. John Avon 120/143 


Splinter 
Sorcery 
Remove target artifact from the game. Search its 
controller's graveyard, hand, and library for all 
copies of that card and remove them from the 
game. That player then shuffles his or her library 
Illus. Daren Bader 121/143 


2@0@ 


Taunting Gif 2 
Creature — Elf c 
0/1 

All creatures able to block Taunting Elf do so. 
Much to Multani’s chagrin, Rofellos gleefully tutored 
Yavimaya's elves on the rudest and most vulgar words 
spoken in Llanowar. 
Illus. Scott M. Fischer 122/143 
Thorn Glemental 
Creature — Elemental 
7 

Thorn Elemental may deal its combat damage to 
defending player as though it weren't blocked. 
Rain from this storm leaves you pinned to the ground 
like an insect. 


Illus. rk post 


5@e 


123/143 


Yavimaya Gilder 1a@ 
Creature — Druid c 
2/1 

When Yavimaya Elder is put into a graveyard 
from play, you may search your library for up to 
two basic land cards, reveal them, and put them 
into your hand. If you do, shuffle your library. 

2, Sacrifice Yavimaya Elder: Draw a card. 

Illus. Ray Lago 124/143 


Yavimaya Gnchantress 22 
Creature — Druid U 
22 

Yavimaya Enchantress gets +1/+1 for each 
enchantment in play. 

From each seed, a world. From each world, a thou- 
sand seeds. 


Illus. Matthew Wilson 


Braidwood Cup 
Artifact 
: You gain 1 life. 


125/143 


‘I think it no accident that every civilized people has 
discovered the art of distillation.” 

—Rofellos of Llanowar 
Illus. Greg & Tim Hildebrandt 126/143 


Braidwood Sextant 1 
Artifact U 
2, ®, Sacrifice Braidwood Sextant: Search your 
library for a basic land card, reveal that card, and 
put it into your hand. Then shuffle your library. 
Illus. Don Hazeltine 127/143 


Brass Secretary 3 
Artifact Creature U 
2/1 

2,, Sacrifice Brass Secretary: Draw a card. 

The students disliked the secretary for its unfailing 
memory—until they discovered it couldn't dodge 
thrown objects. 


Illus. DiTerlizzi 128/143 


Artifact 

Whenever a creature attacks, Caltrops deals 1 
damage to it. 

Toward the end, Gatha struggled to keep bis experi- 
ments in and bis patrons out. 


Illus. Jeff Laubenstein 129/143 


@xtruder 4 
Artifact Creature U 
4/3 

Echo (During your next upkeep after this permanent 
comes under your control, pay its casting cost or sacri- 


fice it.) 


Sacrifice an artifact: Put a +1/+1 counter on target 
creature. 

As the invasion drew closer, Urza's means began to 
resemble Phyrexia's end. 


Illus. Mark Tedin 130/143 


Fodder Cannon 4 
Artifact U 
4, ®, Sacrifice a creature: Fodder Cannon deals 
4 damage to target creature. 

Step 1: Find your cousin. 

Step 2: Get your cousin in the cannon. 
Step 3: Find another cousin. 

Illus. DiTerlizzi 131/143 
Junk Diver 3 
Artifact Creature 

V/1 

Flying 

When Junk Diver is put into a graveyard from 
play, return another target artifact card from your 
graveyard to your hand. 

Garbage in, treasure out. 


Illus. Eric Peterson 132/143 


Mantis Gngine 5 
Artifact Creature U 
3/3 

2: Mantis Engine gains flying until end of turn. 
2: Mantis Engine gains first strike until end of 
tum. 

Taronos left a legacy of animal designs in many of 
Urza’s creations. 


Illus. John Zeleznik 133/143 


Masticore 4 
Artifact Creature 

4/4 

At the beginning of your upkeep, you may choose 
and discard a card from your hand. If you don't, 


sacrifice Masticore. 


2: Masticore deals 1 damage to target creature. 
2: Regenerate Masticore. 


Illus. Paolo Parente 134/143 


Metalworker 
Artifact Creature 
1/2 
©: Reveal any number of artifact cards in your 
hand. Add two colorless mana to your mana pool 
for each card revealed this way. 
‘At this rate I fully expect to be replaced by a clock- 
work golem by year’s end.” 

—Barrin 


Illus. Don Hazeltine 135/143 


Powder Keg 2 
Artifact 

At the beginning of your upkeep, you may put a 
fuse counter on Powder Keg. 

®, Sacrifice Powder Keg: Destroy each artifact 
and creature with converted mana cost equal to 
the number of fuse counters on Powder Keg. 
Illus. Dan Frazier 136/143 


Scrying Glass 2 
Artifact 

3, ©: Choose a number greater than 0 and a 
color. Target opponent reveals his or her hand. If 
that opponent reveals exactly the chosen number 
of cards of the chosen color, you draw a card. 
Illus. Patrick Ho 137/143 


Storage Matrix 3 
Artifact 

As long as Storage Matrix is untapped, instead of 
each player untapping the permanents he or she 
controls during his or her untap step, that player 
chooses artifacts, creatures, or lands and untaps all 
permanents of the chosen type he or she controls. 
Illus. Patrick Ho 138/143 


Thran Dynamo 

Artifact U 
®: Add three colorless mana to your mana pool 
Urza’s metathran children were conceived, birthed, 
and nurtured by an integrated system of machines 


Illus. Ron Spears 139/143 


Thran Foundry 

Artifact U 
1}, ©, Remove Thran Foundry from the game 
Target player shuffles his or her graveyard into his 
or her library. 

“What we do not use up, we use again.” 


Illus. John Zeleznik 


Thran Golem 

Artifact Creature — Golem 

3/3 

As long as Thran Golem is enchanted, it gets 
+2/+2 and gains flying, first strike, and trample. 
Karn felt more secure about bis value to Urza when 
be realized he didn't need regular trimming. 

Illus. Ron Spears 141/143 


Urza's Incubator 3 
Artifact 
When Urza's Incubator comes into play, choose a 
creature type. 
Creature spells of the chosen type cost 2 less to 

lay. 
‘Sep thinking like an artificer, Urza, and start 
thinking like a father!” 

—Rayne, Academy Chancellor 


Illus. Pete Venters 142/143 


Yavimaya hollow 

Legendary Land 

@: Add one colorless mana to your mana pool. 
@, >: Regenerate target creature. 

For all its traps and defenses, Yavimaya bas its 
Aavens, too, 


Illus. Douglas Shuler 143/143 


1/143 Academy Rector 
2/143 Archery Training 
3/143 Capashen Knight 
4/143 Capashen Standard 
5/143 Capashen Templar 
6/143 False Prophet 
7/143 Fend Off 

8/143 Field Surgeon 
9/143 Flicker 
10/143 Jasmine Seer 


Creature — Cleric 
Enchant Creature 
Creature — Knight 
Enchant Creature 
Creature — Knight 
Creature — Cleric 
Instant 

Creature — Cleric 
Sorcery 

Creature — Wizard 


11/143 Mask of Law and Grace Enchant Creature 


12/143 Master Healer 
13/143 Opalescence 
14/143 Reliquary Monk 
15/143 Replenish 
16/143 Sanctimony 
17/143 Scent of Jasmine 
18/143 Scour 

19/143 Serra Advocate 
20/143 Solidarity 
21/143 Tethered Griffin 
22/143 Tormented Angel 
23/143 Voice of Duty 
24/143 Voice of Reason 
25/143 Wall of Glare 


26/143 Aura Thief 

27/143 Blizzard Elemental 
28/143 Brine Seer 

29/143 Bubbling Beebles 
30/143 Disappear 

31/143 Donate 

32/143 Fatigue 

33/143 Fledgling Osprey 
34/143 Illuminated Wings 
35/143 Iridescent Drake 
36/143 Kingfisher 
37/143 Mental Discipline 
38/143 Metathran Elite 
39/143 Metathran Soldier 
40/143 Opposition 
41/143 Private Research 
42/143 Quash 


43/143 Rayne, Acad. ChancellorCreature — Wiz. Legend Matthew Wilson 


44/143 Rescue 

45/143 Scent of Brine 
46/143 Sigil of Sleep 
47/143 Telepathic Spies 
48/143 Temporal Adept 
49/143 Thieving Magpie 
50/143 Treachery 


51/143 Apprentice Necro. 
52/143 Attrition 
53/143 Body Snatcher 
54/143 Bubbling Muck 
55/143 Carnival of Souls 
56/143 Chime of Night 
57/143 Disease Carriers 
58/143 Dying Wail 
59/143 Encroach 
60/143 Eradicate 
61/143 Festering Wound 
“) 62/143 Lurking Jackals 

} 63/143 Nightshade Seer 
64/143 Phyrexian Monitor 
65/143 Phyrexian Negator 
(| 66/143 Plague Dogs 
|) 67/143 Rapid Decay 
_) 68/143 Ravenous Rats 
69/143 Scent of Nightshade 
70/143 Skittering Horror 
71/143 Stinking Skirge 
72/143 Soul Feast 
73/143 Squirming Mass 
74/143 Twisted Experiment 
75/143 Yawgmoth’s Bargain 


Creature — Cleric 
Enchantment 
Creature — Cleric 
Sorcery 
Enchantment 
Instant 

Instant 

Creature — Angel 
Instant 

Creature — Griffin 
Creature — Angel 
Creature — Angel 
Creature — Angel 
Creature — Wall 


Creature — Illusion 


Creature — Elemental Thomas M. Baxa 


Creature — Wizard 
Creature — Beeble 
Enchant Creature 
Sorcery 

Sorcery 

Creature — Bird 
Enchant Creature 
Creature — Drake 
Creature — Bird 
Enchantment 
Creature — Soldier 
Creature — Soldier 
Enchantment 
Enchant Creature 
Instant 


Instant 

Instant 

Enchant Creature 
Creature — Wizard 
Creature — Wizard 
Creature — Bird 
Enchant Creature 


Creature — Wizard 
Enchantment 
Creature — Minion 
Sorcery 
Enchantment 
Enchant Creature 
Creature — Rat 
Enchant Creature 
Sorcery 

Sorcery 

Enchant Creature 
Enchantment 
Creature — Wizard 
Creature — Skeleton 
Creature — Horror 
Creature — Hound 
Instant 

Creature — Rat 
Instant 

Creature — Horror 
Creature — Imp 
Sorcery 

Creature — Horror 
Enchant Creature 
Enchantment 


Heather Hudson 
Mark Brill 

Kev Walker 
Todd Lockwood 
Todd Lockwood 
Eric Peterson 
Paolo Parente 
Heather Hudson 
Douglas Shuler 
Donato Giancola 
Kev Walker 
Adam Rex 

John Avon 
Thomas M. Baxa 
Jim Nelson 
Mark Brill 
Douglas Shuler 
Eric Peterson 
Scott Hampton 
John Zeleznik 
Matthew Wilson 
Greg & Tim Hildebrandt 
Mark Zug 

Ray Lago 
Patrick Ho 
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Ron Spears 


Donato Giancola 
Jeff Miracola 
Edward P. Beard, Jr. 
Jeff Miracola 

Jeff Miracola 
Heather Hudson 
Jim Nelson 

Jim Nelson 

Edward P. Beard, Jr. 
Edward P. Beard, Jr. 
Jim Nelson 

Paolo Parente 

Todd Lockwood 
Scott M. Fischer 
Don Hazeltine 


Greg Staples 

Greg Staples 

Greg & Tim Hildebrandt 
Thomas M. Baxa 
Heather Hudson 

Una Fricker 

Matthew Wilson 
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Pete Venters 

Scott M. Fischer 

Mark Zug 

Greg & Tim Hildebrandt 
Brian Snoddy 

Pete Venters 

Chippy & Matthew WilsonC 
Brian Snoddy C 
rk post U 
Kev Walker U 
Chippy & Matthew WilsonU 
Greg Staples 

Donato Giancola 

Carl Critchlow 

John Zeleznik 

Chippy & Matthew WilsonU 
Chippy R 
Carl Critchlow 

John Avon 

Mark Zug 

Ron Spencer 

Ray Lago 

Ron Spencer 

rk post 

Michael Sutfin 
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76/143 Aether Sting 
77/143 Bloodshot Cyclops 
78/143 Cinder Seer 
79/143 Colos Yearling 
80/143 Covetous Dragon 
81/143 Flame Jet 

82/143 Goblin Berserker 
83/143 Goblin Festival 
84/143 Goblin Gardener 
85/143 Goblin Marshal 


(| 86/143 Goblin Masons 


87/143 Hulking Ogre 
88/143 Impatience 


© 89/143 Incendiary 
90/143 Keldon Champion 


91/143 Keldon Vandals 
92/143 Landslide 

93/143 Mark of Fury 
94/143 Reckless Abandon 


() 95/143 Repercussion 
} 96/143 Scent of Cinder 
() 97/143 Sowing Salt 
] 98/143 Trumpet Blast 
() 99/143 Wake of Destruction 


100/143 Wild Colos 


| 101/143 Ancient Silverback 


102/143 Compost 
103/143 Elvish Lookout 
104/143 Elvish Piper 


‘| 105/143 Emperor Crocodile 
_) 106/143 Gamekeeper 


107/143 Goliath Beetle 
108/143 Heart Warden 


C) 109/143 Hunting Moa 
C) 110/143 Ivy Seer 


111/143 Magnify 


() 112/143 Marker Beetles 
C) 113/143 Momentum 

-) 114/143 Multani’s Decree 
_) 115/143 Pattern of Rebirth 


116/143 Plated Spider 
117/143 Plow Under 


( 118/143 Rofellos, 


Llanowar Emissary 
119/143 Rofellos's Gift 


} 120/143 Scent of Ivy 
) 121/143 Splinter 


122/143 Taunting Elf 
123/143 Thorn Elemental 


C) 124/143 Yavimaya Elder 


Enchantment 
Creature — Giant 


ry 

Creature — Goblin 
Enchantment 
Creature — Goblin 
Creature — Goblin 
Creature — Goblin 
Creature — Ogre 
Enchantment 
Enchant Creature 


John Avon 
Christopher Rush 
Jeff Laubenstein 
Dan Frazier 
DiTerlizzi 
DiTerlizzi 


Greg & Tim Hildebrandt 


Mark Brill 
Jeff Laubenstein 


Creature — Barbarian Mark Tedin 
Creature — Townsfolk Greg Staples 


Sorcery 

Enchant Creature 
Sorcery 
Enchantment 
Sorcery 

Sorcery 

Instant 

Sorcery 

Creature — Beast 


GRIN 
Creature — Ape 
Enchantment 
Creature — Elf 
Creature — Elf 


Creature — Crocodile 


Creature — Elf 
Creature — Insect 
Creature — Elf 
Creature — Beast 
Creature — Wizard 
Instant 

Creature — Insect 
Enchant Creature 
Sorcery 

Enchant Creature 
Creature — Spider 
Sorcery 


Jeff Laubenstein 
Thomas M. Baxa 
Ron Spears 
Michael Sutfin 
Marc Fishman 
Todd Lockwood 
Carl Critchlow 
Todd Lockwood 
Mare Fishman 


Paolo Parente 
Douglas Shuler 


Greg & Tim Hildebrandt 


Scott M. Fischer 
Kev Walker 
Scott Hampton 
Don Hazeltine 
Adam Rex 
DiTeriizzi 
Donato Giancola 
Michael Suttfin 
Ron Spencer 
Carl Critchlow 
Eric Peterson 
Mark Brill 

Ron Spencer 
Edward P. Beard, Jr. 


Creature — Elf Legend Michael Sutfin 


Sorcery 
Instant 
Sorcery 
Creature — Elf 


Pete Venters 
John Avon 
Daren Bader 
Scott M. Fischer 


Creature — Elemental rk post 


Creature — Druid 


125/143 Yavimaya Enchantress Creature — Druid 
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) 126/143 Braidwood Cup Greg & Tim Hildebrandt 


~) 127/143 Braidwood Sextant 


128/143 Brass Secretary 
129/143 Caltrops 
130/143 Extruder 


() 131/143 Fodder Cannon 
} 132/143 Junk Diver 


133/143 Mantis Engine 


) 134/143 Masticore 


135/143 Metalworker 
136/143 Powder Keg 


) 137/143 Serying Glass 
_] 138/143 Storage Matrix 
) 139/143 Thran Dynamo 


140/143 Thran Foundry 


) 141/143 Thran Golem 
) 142/143 Urza's Incubator 


143/143 Yavimaya Hollow 


Artifact 
Artifact 
Artifact Creature 
Artifact 
Artifact Creature 
Artifact 
Artifact Creature 
Artifact Creature 
Artifact Creature 
Artifact Creature 
Artifact 
Artifact 
Artifact 
Artifact 
Artifact 


Ray Lago 
Matthew Wilson 


Don Hazeltine 
DiTeriizzi 

Jeff Laubenstein 
Mark Tedin 
DiTeriizzi 

Eric Peterson 
John Zeleznik 
Paolo Parente 
Don Hazeltine 
Dan Frazier 
Patrick Ho 
Patrick Ho 
Ron Spears 
John Zeleznik 


Art. Creature — Golem Ron Spears 


Artifact 


LAND 


Legendary Land 


\K2¥: 


Pete Venters 
% > y 


Douglas Shuler 


C=Common U=Uncommon R=Rare 
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VALEUR, 


The “Madman’s Secret” 
tournament is a done deal. 
The dust is settlin’ and 
the dead are all hauled 

off for mulch. One 
Outfit knows the 
location of the 
mother lode, and 
if’n you kin guess 
which one a 
yerself a 0 


, 


the action. ; a 


Five RINGS PuBusHING Group is a trademark of Five Rings Publishing Group, Inc. Deadlands, Doomtown, and Mouth of Hell are trademarks of Pinnacle Entertainment Group; it and related marks are protecter 


peOTHE!, 


GRAKL FICE Whewen: 

Acomplete set of cards for the Doomtown® TCG 
Hell™ expansion, and a one-year membership in 
(the Doomtown fan club), which includes a on 
Tombstone Epitaph. Plus a Deadlands® RPG andé 


FIRST PRIZE wuweERs 45)? 
A display box of Mouth of Hell decks, a display boxiof Mouth of Hell 
boosters, plus a one-year membership in the Gomofra Town Council, 
which includes a one-year subscription to the Tombste 

a Gomorra sourcebook. a 


CECCKL EWIEE wiwene « 
One of each of the three Mouth of Hell decks and 10, 
plus a free issue of the Tombstone Epitaph. 


CHECK JUST ONE BOX, IF’N Yi 
GOOD FER YA. THEN CUT OUTTA HEI 
YER BOWIE KNIFE, AND GIT IT IN THE Pi 
"XPRESS AFORE SUNSET. 


@ Agency @) Maze Rats 


EORGEHEGE 


@ Law Dogs 
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Man, THIS Form > CUTS: 
Duelist’s ME; : 


ra) 
th 
'Zards of th Goss Lode» Contest 
“V Ox 7 , 
» Renton, WA 9805 
Name 7-0707 
Address 


P oie: 


—) 


—__ZIP/po 


Stal code r 
eS, oo . 


[J ELECIIECKS Sioux Union xe 
m Collesium i) Sweetrock om: 
mcflock — re) ~ 
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CONTEST RULES 

No purchase required. Mail entries to the 
Duelist’s “Find the Mother Lode” Contest, Wizards of 
the Coast, Inc., P.O. Box 707, Renton, WA 98057-0707, 
U.S.A. No mechanical reproductions of completed forms 
will be accepted, but you may photocopy the entry form 
before filling it out. All entries must be received on or 
before July 31, 1999. Winners will be selected at random 
from among all correct and eligible entries by Wizards 
of the Coast (“Wizards”), at the offices in Renton, WA, 
on or about August 16, 1999, and notified by mail within 
approximately thirty days of drawing. Entries will not 
be acknowledged, will become exclusive property of 
Wizards, and will not be returned. One entry per 
envelope. 

Odds of winning depend on total number 
of eligible entries received. Grand Prize: A complete set 
of Doomtown cards through the Mouth of Hell 

ion, a one-year membership in the Gomorra Town 
Council, a copy of the Deadlands roleplaying game, 
and a Deadlands Gomorra sourcebook; First Prize (5): 
A display box of Mouth of Hell decks, a display box of 
Mouth of Hell boosters, a one-year membership in the 
Gomorra Town Council, and a Deadlands Gomorra 
sourcebook; Second Prize (10): One of each of the three 
Mouth of Hell decks and 10 Mouth of Hell boosters, and 
a free issue of Tombstone Epitaph, the fan club newsletter. 
Prizes are not exchangeable, transferable, or redeemable 
for cash. No substitutions of prizes will be allowed should 
featured prize(s) become unavailable, except at option 
of Wizards. All entries and all rights relating thereto 
become property of Wizards of the Coast, Inc., and 
none will be returned. Applicable taxes and fees are the 
responsibility of winners. Noncompliance to time 
parameters or return of any prize or prize notification 
as undeliverable will result in disqualification. 

Contest open only to residents of the United 
States (except Rhode Island) and Canada (except 
Quebec). Contest not open to Wizards employees or 
their family members or affiliates. Contest is subject to 
national, federal, state, local, and provincial regulations 
and is void where prohibited or otherwise restricted by 
law. Winner’s entry and acceptance of prize constitutes 
acknowledgment of the following: permission for Wizards 
to use, without payment, winner’s name, photograph, 
‘or other likeness for purposes of advertising and/or 
os: that Wizards has not made, nor is Wizards 


= ) in any manner liable for, any warranty, representation, 
"Of guarantee express or implied, in fact or in law, relative 


£0 any prize; a warranty that material contained in entry 
is original, public domain, Wizards-owned, or used with 
the unlimited consent of the owner and that it does not 
infringe on the rights of any other person or entity; an 
agreement to fully indemnify Wizards for all claims 
ing out of a breach of this warranty; and a full, 
, exclusive transfer of any and all rights in entry, 
To receive prize, winner may be required to sign waiver 
and release. Wizards is not responsible for illegible, 
incomplete, late, misdirected, lost, or postage-due 
entries. Wizards’ decision is final with respect to all 
matters relating to this contest. 
For names of prize winners, send a self- 


addressed, stamped envelope to Duelist’s “Find the 


“Mother Lode” Winners, Wizards of the Coast, Inc., P.O. 
Box 707, Renton, WA 98057-0707, U.S.A. 


‘of Wizards of the Coast, Inc. ©1999 Wizards of the Coast, Inc. 
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PLAGUE DOGS ATTRITION CARNIVAL OF SOULS NIGHTSHADE SEER 
3/3 1/1 


YOU [etuejwuite|ReD] 


DIFFICULTY 


our opponent is Woody. You and Woody are 
playing an Urza’s Destiny game. Things look 
dim because Woody seems to have creature 


superiority. It’s your main phase and you have just 


FODDER CANNON AURA THIEF 


played the mountain you drew. Neither you nor Woody 9/2 ons 2 


has any creature enchantment cards in your respective 
graveyards, and neither of you has any cards in hand. 
But be aware that Woody still has some nasty creatures 
in his library that you’ll face if you put either his Game- 
keeper or his Pattern of Rebirth-enchanted Masticore 
into his graveyard. Defeat Woody this turn without losing. 


HULKING OGRE REPERCUSSION GOBLIN MARSHAL BLOODSHOT CYCLOPS 
3/3 3/3 4/4 
Goblin Marshal 422 Pattern of Rebirth 3% 
Echo.Whenever Goblin Marshal Chime of Night 1% When enchanted creature is Momentum 2” 
comes into play or is putintoa When Chime of Night is put put into a graveyard from At the beginning of your 
graveyard from play, put two _into a graveyard from play, play, that creature’s con- upkeep, you may put a growth 
1/1 red Goblin creature tokens destroy target nonblack troller may search his or her counter on Momentum. 
into play. creature. library for a creature card and Enchanted creature gets +1/+1 
put that card for each 
into play. If growth 
that player counter on 
does, he or Momentum. 
she then 
shuffles his 


or her library. 


PATTERN MASTICORE MOMENTUM METALWORKER PLATED SPIDER ANCIENT SILVERBACK EMPEROR CROCODILE YAVIMAYA ENCHANTRESS 
OF REBIRTH 4/4 (3 counters) 4/5 4/4 6/5 5/5 2/2 


FOREST (4) SWAMP (6) 
MASTICORE SKITTERING HORROR 


4/4 


COVETOUS DRAGON CHIME GOBLIN TOKEN (2) PLAINS ISLAND (2) MOUNTAIN (3) 
6/5 OF NIGHT 2/2 1/1 


DISAPPEAR FALSE PROPHET IRIDESCENT DRAKE KELDON VANDALS MARK OF FURY OPALESCENCE SIGIL OF SLEEP TREACHERY 
2/2 2/2 4/1 


Reading. 
the Designs 


recreate one of these late-night chats as a puzzle. See if you can 
match each comment to the Urza’s Destiny card being discussed. 


“Ever since these guys appeared on the 
cover of Duelist, I’ve been trying to get 
them into as many sets as possible.” 


Pit oS “This card was inspired by my 
childhood love of Go Fish.” 


a “We almost didn’t put this Portal card in 
because we thought it might just be too good.” 


“The instant version was popular in the 
Stronghold set. It seemed only natural 
to turn it into a creature ability.” 


“We’ve done numerous abilities like this 


with creatures. I felt it was time that 


0 enchantments got to join in the fun.” 


“For flavor reasons, I argued this creature 
should be an Ore. We have set a precedent 
that Orcs do this kind of thing.” 


“1 "I’m not sure how many artifacts exist 
that encourage creature enchantments, 


but this one definitely counts.” 


a U | “This card is basically a test to see whether 
< @w players prefer the original version that was 
cheaper to play but required mana to activate 


or this version thot’s more expensive but requires 
no mana to activate. I’m guessing the latter.” 


| “T’ve wanted to do this card for a long time. 
- I almost put it into the Unglued supplement 


because it seemed so wocky. I’m sure I'll 
build some deck with it where my opponent sits 
there puzzled for most of the game until I play 
this card, attack, and win.” 


66 AUGUST 1999 DUELIST 


“I didn’t make this card specifically 
for Stasis decks but, after I made it, 
the thought did cross my mind.” 


"Until someone said, ‘Hey, isn’t that 
just a black version of...you know,’ 
it just never dawned on me.” 


> “I’m not sure if anyone else liked this 
Mirage Legend, but I did. And hey, what’s 
the point of leading the design of a set if you 
can’t throw in o few things you like.” 
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menace 2 


Anywhere. 


| Jitn the Young Jedi Collectible Card Game, you can 
carry the magic of Star Wars in your back pocket. 


The first expansion of the Young Jedi Collectible Card Game, 

titled Menace of Darth Maul, will be released in May 1999 and 
ontains 130 game cards plus the special set of 18 super rare 

LLC NNBLECARO BF oil cards. Cards are distributed in starter decks of GO and 

booster packs of 11. Starter decks are 

pre-constructed and contain 16 cards 

mot found in the booster packs. Foil 

Cards appear only in the booster packs. 


COLLECTIELE CARO GAME 


Two further expansions will be released in 1999, bringing 
the total number of cards to over YOO! 


Visit www.decipher.com for further information. 


4 Decipher and The Art of Great Games D E C | P H E R 
trategy and intellect ty ae exclusively on AIR The Art of Great Games* 


Magic Tricks 


Step-by-step solution to last 
month’s “Magic:The Puzzling” 


BY MARK ROSEWATER 


[Published in Duelist #39, page 68] 


You have two major obstacles in this puzzle. First and most importantly, Tim controls a 
Cursed Totem that prevents you from playing any of your creatures’ activated abilities. 
Second, Tim controls eight creatures, including five creatures with flying, ready to block any 
attack. To be able to deal sufficient damage, you must remove Cursed Totem and enough of 


11) Spend one black mana to play Fatal 
Blow on Tim’s Wall of Air. It took 
damage from Hurricane, so Fatal Blow 
destroys it. 

Note that you cannot just ground Wall 
of Air because it could still block 


Tap your swamp and all five forests to 

add one black and five green mana to 
your mana pool. 

) Sacrifice Femeref Archers to 
Ashnod’s Altar to add two colorless 
mana to your mana pool. 

) Spend one green mana to play 
Worldly Tutor, putting an Uktabi 
Orangutan on top of your library. 

) Spend two green and two colorless 
mana to play Call of the Wild’s acti- 
vated ability. Reveal the top card of 
your library, Uktabi Orangutan, and 

put it into play. When the Orangutan 

comes into play, destroy Tim's 


You must first destroy Cursed Totem 
using the Worldly Tutor/Call of the 
Wild trick to find and play Uktabi 
Orangutan. Then you can tap your 
creatures for mana to play Creeping 
Mold to destroy one of Tim’s artifact 
creatures. You could also use Creeping 
Mold on the Totem and the Orangutan 
to destroy an artifact creature. 


5) Tap your Birds of Paradise, Fyndhorn 
Elder, and Llanowar Elves to add one 
black and three green mana to your 
mana pool. 

6) Tap Wyluli Wolf to give Elven Riders 
+1/+1 until end of turn. Elven Riders 
is now a 4/4 creature until end of turn. 

7) Tap Radjan Spirit to remove flying 
from Pearl Dragon. 

Your path to victory is through the 
air, so you must remove all five of 
Tim’s flying creatures. Because your 
life total limits how much damage you 
can afford to deal with Hurricane, you 
use Radjan Spirit to ground the one 
creature you have no way to destroy. 

8) Sacrifice Birds of Paradise, Fyndhorn 

Elder, Giant Spider, Llanowar Elves, 

Radjan Spirit, Uktabi Orangutan, and 

Wyluli Wolf to Ashnod’s Altar to add 

14 colorless mana to your mana pool. 

Another key to this puzzle is converting 


Tim's creatures. You'll need to use a number of tricks to pull this off: 


Elven Riders. SOOT mrs 
12) Spend one green and three colorless 
mana to play Living Lands. All forests 
you control become 1/1 creatures. 
13) Sacrifice your five 1/1 forest creatures 
to Ashnod’s Altar to add 10 colorless 
mana to your mana pool. 


The Living Lands/Ashnod’s Altar trick 
gets you some much-needed mana. 


14) Spend one green mana to play Giant 
Growth on Elven Riders. It’s now a 7/7 
creature until end of turn. 

15) Spend two colorless 
Flying Carpet to give your Panther 
Warriors flying until end of turn. 

You want to give your largest creature 

flying and then pump it and your Elven 
Riders (which has its own evasion abili- 
ty) as much as possibl 


16) Spend one black and 15 colorless mana 
to play Howl from Beyond on Elven 
Riders for 15. It’s now a 22/7 creature 
until end of turn. 


All the mana you generated by sacrific- 
ing your creatures to Ashnod’s Altar 
enables you to finish Tim off with 
Howl from Beyond. You must play 
Howl from Beyond before your combat 
phase to spend the mana and avoid 
mana burn. 


17) Attack with Elven Riders and the fly- 
ing Panther Warriors to deal 28 dam- 
age to Tim. Tim is now at 0 life. 


all your creatures into mana after you 
are done with them. 


9) Spend two green and two colorless 
mana to play Creeping Mold on Tim's 


Dancing Scimitar, destroying it. 
10) Spend one green and two colorless (RETURN OF THE PuzzLEs_) RN OF THE PUZZLES 
mana to play Hurricane for 2 damage. 


You and Tim, along with Tim’s Wall The puzzles in this issue are the last puz- 
of Air, Armored Pegasus, and zles to appear in the paper version of the 
Ekundu Griffin, are each dealt 2 Duelist (next issue will have Pokémon 
damage, destroying Armored Pegasus puzzles, along with the solution to this 
and Ekundu Griffin. You are now at 2. month’s puzzle). But fear not. “Magic: The 
life and Tim is at 28. Puzzling” will return in the fall in the 


Hurricane rids Tim of his small flying Wizards Player's Guide. Also, we are in the 
creatures. You don't have enough life Process of finding a cool way to do “Magic: 


to spare to actually deal much damage The Puzzling” (with all-new puzzles) on 
with it. the duelistmagazine com website. 


Knowledge is powerful. 
In the hands of a 
Magic: The Gathering" 
player, it’s also deadly. 


ip The Official Urza's Destiny” 
Game Guide provides the 
Praattea! Plgyleg lps @ Laakio kind of mental ammo you 
eprron oF need to send opponents 
reeling. It’s a one-two 
punch: color reprints 
of every card in the new 
set and insider 
tips on how best to 
deploy them. 


Pick up the guide today. 
Then come out swinging. 


mea DES TN 
ais = 
AEG GIic. www.wizards.com/Magic 
The Gathering 


_— 
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Questions? (800) 324-6496 Grerp Available Now Wizards 
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74 Ringside 
Toturi's Army are on their way, and | 
would rather be anywhere else but 
here today. 

76 The Emperor's Prize 


Star Wars specialty decks designed to 
take on all those other specialty decks. 


78 Saddle Up! 
How to tell what you're steppin’ in on 
the streets of Gomorra—a Doomtown 
deckbuilding guide. 


60 Open Wide and Say 
"AAAAAAGGHHHH" 
Our resident low-down-dirty-varmint 
prepares Doomtown players for the 
Mouth of Hell. 

84 The Scorpion Returns 


They're back from the Burning Sands 
and out for blood. 


66 A Good Start 


“How not to lose your ferret” and other 
tips for Westwood's Lands of Lore Il. 


88 Quake ITI: Arena 


A rundown on all the new ways to 
whack your neighbor in a game you'll 
probably still be playing when the next 
Star Wars movie comes out. 


In the dark, Blade 
Runner-esque Los Angeles 
of the near future, Cory 
Herndon will still be going 
to trade shows in L.A. And 
it'll still be too damn hot. 
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‘Three E Pieces 


Just flew back from Los Angeles, and boy, am I glad you humans live under a yellow sun. If it ever 
turns red, my superpowers are out the freakin’ window. But I digress. 

I had occasion to be in L.A. for the biggest trade show on Earth, the Electronic Entertainment 
Exposition, also known as “E*” Every company that makes anything having to do with video 


games crammed into the L.A. Convention Center for three solid days of schmoozing, networking, and 


carousing, while occasionally checking out a title or two. Expect a full report next issue. 


Meanwhile, take a trip with me down Flimsy Premise Lane as we examine the E* that might 


have been with these three canceled electronic games! 


Evil Tomb Resident 

After one-too-many narrow escapes, 
PlayStation action heroine Lara Croft has 
finally jumped over one-too-many bottomless 
pits. Unfortunately for Lara, her remains are 
mistakenly routed to unlucky Raccoon City, 
home of the malevolent Umbrella Corporation. 


Once there, the late Ms. Croft becomes infected 


with the T-Virus and goes on a homicidal, 
third-person, survival horror rampage. Canceled 


Because: Skeletal, undead Lara just seemed to be 


missing something. Or a couple of things. And 
not even the T-Virus could breathe life into 
that Tomb Raider engine one more time. 


WCW Bass Fishin’ NITRO! 

Realistic bass-fishin’ physics meet fakey 
showbiz wrasslin’ moves in this video game 
for guys who like video games. All your 
Monday-night, Turner-owned favorites are 
here! Join “Hollywood” Hulk Hogan, Randy 
“Macho Man” Savage, Lex Luger, and Sting 
in a cramped and smelly rowboat (one at a 
time, not all at once) and make those wide- 
mouthed fish go N.W.O.! Use pencil-necks 


press time. 


Electronic Entertainment News 


Superbaldur’s—The Gate of Steel?: Titus, the company behind games like Top Gun 
and Superman: The Animated Series, announced on the first day of the show that they 
had acquired Interplay, makers of the hot RPGs Baldur’s Gate and Fallout 2 as well as 
the upcoming Planescape: Torment. What this means for gamers was undetermined at 


as bait! Clean and gut your catch with the 
lovely Miss Elizabeth! “Mean” Gene 
Okerlund not included. Canceled Because: 
Development cut short to focus on WCW 
Chessmaster NITRO! 


Hit Todd's Balls 

Spawn creator Todd McFarlane dropped mil- 
lions for Mark McGwire’s and Sammy Sosa’s 
record-setting home-run balls at an auction 
last year, and he’s decided it’s time they 
started making 4im some money. This 3D 
sports action game will feature McFarlane 
himself (along with a cast of Image Comics 
favorites like Spawny-guy) pitching you a 
rendered image of the actual home run ball. 
Do you have the raw slugger power to knock 
Todd’s balls out of the park? You won't know 
until you try. Batter up! Canceled Because: 
Rights to the actual balls were already 
wrapped up in licensing deals and fast-food 
promotions—get ready for Chicken McBalls! 


The preceding piece is only 15 percent true. Guess 
which part and amaze your friends! 


@ Giving It One More Tribe: Dynamix, a division of Sierra, debuted the almost-surefire hit 
Tribes 2 at the E* show. It’s built around the original Tribes engine, although the worlds 

and game play will be greatly expanded and enhanced. Most importantly for game-starved 

Mac owners, Tribes 2 will release simultaneously on both Mac and the PC in early 2000. 


Card Game News 


For more information, contact the email address or website provided with each entry, 


ALJENS PREDATOR (tarperPrism, New York City) 

This game’s first expansion has finally released nearly a year 
and a half since the game debuted, and players will not be dis- 
appointed. Alien Resurrection features the new “Countdown” 
scenario, new CGI Predators that hunt in packs or as honorable 


loners, and completely redesigned card faces. Humans now fall 
into either the “marine” category or they're “rogues” like Elgyn 
and the crew of the Berty. Since the Resurrection is now in 
stores, that means that A/mosphere shouldn't be far behind. This 
set will draw largely on the first Predafor film, with a lot of 
Jungle settings, vehicles, and maybe even an Austrian or two 
(ZI Games was mum on the subject). Cityscape will follow 
Atmosphere and cover events and characters from Predator 2. 


www.alienspredator.com 


STAR WARS CCG (Decipher, Norfolk, VA) 
If you're a “classic” (you have to be spe- 
cific now, y'know) Star Wars CCG 
player, you've probably just gotten your 
hands on those furry little guys who 
inhabit the standalone Endor expansion— 
the yubb-yubbing Ewoks. New mains, 
new objectives, and new Scout Walkers 
are also part of the booster-only release. 
Next summer, expect Decipher to com- 
plete their first pass through the classic 
trilogy with Death Star II. Later releas- 
es, like the rumored Shadows of the 
Empire, won't necessarily follow the 
film chronology. 

Much later in 1999 (or maybe even 
in early 2000), Decipher will introduce 
a standalone “grown-up” game based on 
Episode One: The Phantom Menace. 
Meanwhile, the first expansion of the 
Young Jedi CCG, the Menace of Darth 
Maul, is on sale now. Look for The Jedi 
Council and The Battle of Naboo to 
round out the 400-card game over th 
next year or two. 


STAR TREK CCG (Decipher) 

The Blaze of Glory expansion, chock full of Klingons, 
Romulans, and Dominion baddies, will breathe life into 
the game’s by-the-numbers ship combat. The expansion 
will do this partly through the game’s first new side deck 
since Q-Continuum—one that augments starship battle 
mechanics. Blaze should be hitting shelves a few weeks 
after this issue of Duelist. Decipher also promises many 
smaller releases scattered over the rest of the year (such 
as the long-awaited Second Anthology), and the Ferengi- 
themed Rules of Acquisition expansion, due in the fall. 
CCGCustomerService@ decipher.com — www.decipher.com 


BABYLON 5 (Precedence, Tempe, AZ) 
The Psi Corps expansion should now be out there. This 150-card set introduces the 
sneaky Psi Corps faction, so expect to finally start putting those Psi powers into 
overdrive. Severed Dreams will follow the Corps, focusing on the end of season four, 
when our heroes declare independence from Earth. You'll get new starting ambas- 
sadors like Captain Sheridan (and a Delenn who can go through your deck and 
pull out everything you need to cook up Delenn Transformed). Precedence will 
also introduce “alternate timeline” characters that didn’t make it onto the Babylon 5 
show, such as Captain Jeffrey Sinclair. The new Babylon 5 Collector’s Set replaces the 
Masterpiece Collection and will no longer include a Shadow action figure (which 
drops the price considerably). It wi// include the 12 gold-bordered and foil- 
embossed cards originally scheduled for Masterpiece, including Valen, Sheridan 
Starkiller, Emperor Mollari, and Babylon 4. 

Gen Con 99 attendees get first crack at Precedence’s new Tomb Raider CCE: 
which will use game images as well as photos of the babe that portrays Lara Croft 
for Eidos at conventions. Also this year, look for the CCG based on Robert 


Jordan’s mega-popular Wheel of Time novel series. b5@eternity.com — wwweternity.com 


HIGHLANDER (Thunder Castle Games, Kansas City, MO) 

The Ramirez Edition hits later this summer. Look for plenty of new mechanics 
and the swordmaster who instructed Connor McLeod—Ramirez himself. Sean 
Connery refused to grant rights to his likeness so Ramirez will be represented 
through backlit shots and images of his stunt double. 

Work proceeds on Thunder Castle’s new TCGs, which will make use of 
Highlander's “Swordmaster” combat system. The first, Shi, should be out toward 
the end of summer and should tie into the upcoming film of the same name. 
Look for card games based on Conan, Lady Death, and Vampirella later this year 
or maybe even after 2000. TCGames@aol.com www.tegames.com 


Inside, the Industry 


Toturi s Rag-Tag Ronin 
Finally Get Some Respect 


he young Akodo Toturi was an idealistic samurai eager to serve his 
clan. For his ideals, he was betrayed, outcast, spit upon, and generally 
abused both in the storyline and in most tournaments for years. After 
the Toturi’s Army (TA) Stronghold made its debut in the Anvil of 
Despair expansion, it seemed the Clan was doomed to remain an also- 
ran. “Ringside” even dissed it in Duelist #35, which erroneously reported that 
Toturi’s Army would not get a new Stronghold in the Dark Journey Home set. 
Boy, were we wrong. 

Last year’s “ignore the ronin” attitude has quickly changed; Toturi has 
stayed at the forefront of the storyline, and AEG has:devoted substantial 
effort to making second-tier Clans like Dragon, Naga, Brotherhood, and 

— . Toturi’s Army more viable in play. After the worldwide 
“Storming of Morikage Castle” tournament, Toturi him- 
% self returned to reclaim the throne, and—let’s face it—it’s 
» good to be the emperor. The ronin army has finally 
W found its stride, winning regularly by Military Victory 
} and even by Honor. Its new Palace of Otosan Uchi 
. Stronghold has an improved ability, an improved 
Province Strength, improved Family Honor, and most 
_ important of all, improved Gold Production. As a result, 
TA has actually been a big factor on the tournament 
Pap scene. This month, we'll take a look at the strengths and 
» weaknesses of the Emperor’s New Army. 


The Emperor’s Hand 
Confederate General Nathan Bedford Forrest reportedly said that the way to 
win battles was to “Get there fustest with the mostest.” The Palace of Otosan 
Uchi allows its player to do that. 

Toturi’s Army can now hold its own aapith any 
Military deck, using Followers, Tacticians, and the 


decks that burn out after a strong start, Toturi’s 
Army has a solid midgame. With a rapidly expand- 
ing Personality base, a Palace of Otosan Uchi deck 
can count on a solid start: Ginawa, Toku, and Toku 
Exp. 2 all come out for Honor on turn one; slap 
down some Followers on turn two and off you go. 


Wolfgang Baur is 


che designer of the What those Followers are depends on your 
DARK*MATTER campaign ferred style, Small-Follower paws aan 
setting for the Alternity Yo Howers but have trouble sometimes when your 
ag ae due out fromTSR Fate hand disappears. These decks usually include 
this fall. He also knows bis Senai) Farms, Farmlands, Ashigaru, Ashigaru 
way around ISPs, WINS, Archers, Elite Spearmen, Ikoma Technique, 
ATM, and TCPAR, but Yeyperial Legions, and the Imperial Standard, as 
that’s another story. 


well as some heavier troops, such as the Imperial 
Honor Guard. 
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_ Favor to crush anyone else. Unlike many Follower 


rmy 


The beefy-Follower decks include the Honor 
Guard but also use larger Followers, such as Heavy 
Infantry, Elite Heavy Infantry, Mantis Bushi, and 
The Twelve Ronin. These decks often include Test 
of Courage (because so much Force is concentrated 
in a small number of units), Confusion at Court, 
and Takuan Technique. Personalities with 3 or 
4 Force dominate, to make buying expensive 
Followers easy. 

Some Toturi’s Army Follower decks may even 
include Lion’s Pride, if they have four or more 
Tacticians. Getting there isn't tough. In fact, 
Toturi’s Army now boasts six Personalities with the 
Tactician trait, more than any other Clan except 
Lion (which has seven). The roster includes the 
Experienced Takuan, Tzurui, the Experienced 
Toturi, Toturi Thunder, Toturi the First, and 
Yoritomo Kamoto. Combine these guys with 
Master's Tactics/Deadly Ground, or Superior 
Strategist. In a deck with a few ranged attacks, 
Tacticians allow you to play Trapping Terrain, 
which can make those Ashigaru Archers and Elite 
Spearmen look pretty nasty. 


The Emperor’s Sleeve 

The central concept behind the current Toturi’s 
Army play style is the same as that behind the old 
Lion speed deck: hit hard, hit early, hit often, and 
never give your opponent a chance to recover: 
Rather than using Action cards and innate abilities 
for Force bonuses, though, the Toturi’s Army player 


“puts together Force from Followers. This isn't the 


Emperor's only trick, however. 

The Imperial Ambassador enters play for free 
and can be crucial to victory. An Imperial 
Ambassador can slow an Honor-runner down dras- 
tically, decrease Honor losses that an opponent 
hopes to redirect to you, or keep a Military oppo- 
nent from reaching the Honor requirements for his 


~ or her midgame Personalities. 


Finally, there’s the issue of corruption. The sad 
fact is that the Palace of Otosan Uchi Stronghold 
combines very well with corrupt cards such as Oni 
no Akuma—tesulting in a first-turn Akuma and a 
corrupt Holding, then a second-turn Heavy 
Infantry for 2 Gold. This corrupt TA can muster 11 


Force before a single Action card is played. Since 
many of the Toturi’s Army Personalities have low 
or no Honor requirements, even the Honor losses oe 
associated with Black Markets and corrupt ne 
Holdings don't prevent you from bringing ae 
Personalities into play. As always, playing these 
corrupt TA decks in story tournaments carries the 
risk of corrupting the whole Clan—but with the 
Emperor as freaky-looking as he is, and Ninja- 
loving to boot, perhaps it’s already too late to 
worry about a little taint of corruption. 


As much as the new Stronghold improves on the 
old one, it’s not all gravy. Toturi’s Army suffers 
the same weaknesses as most Follower-heavy 
decks: it can be hit hard by decks that make use 
of dueling, combos like Street to Street plus 
ranged attacks, and even well-built Fear decks. “63 

Also, most Toturi’s Army decks have trouble ng the Temples 
coming to grips with Ninja decks—they just don’t g the Doji Treasury 
generate enough Chi to attack as quickly as nor- 
mal, and that loss of initial speed hurts. By the 
time Toturi’s Army has enough Chi to attack, the 
Ninja position is solidified. 

Another weakness is a lack of maneuverability 
against Cavalry. Although Dairya and the 
Experienced Takuan both provide some, the Clan 
has no other Personalities who help against 
Cavalry. That changes with the Honor Bound card 
set (see preview, page 84) and the arrival of 
Saigorei, who destroys Cavalry. Terrain cards like 
Accessible Terrain and Action cards like 
Counterattack and Superior Tactics help, as does 
the fact that Toturi can keep Unicorn on the 
defensive. 

Dishonor rarely hurts Toturi; even if your 
Family Honor drops below 0, Ginawa, Toku, and 
Tzurui can still be brought out for Honor. Usually 
that’s enough to get you back on track. If your 
local games see more Breaches of Etiquette than 
a professional wrestling convention, consider 
adding a Sanctified Temple or Imperial Acrobats 


to your deck, just as insurance. 


As a straight-ahead military force, Toturi’s Army 
can no longer be ignored. Its ability to field 
Followers faster than anyone else, combined with 
a strong background in Tacticians and cheaper 
Imperial cards, gives it an edge. If you're tired of 
fancy combo decks and wussy Honor-runners, 
then get out there and beat some respect into the 
old Clans. Besides, the Monkey Clan is coming 
on a little too strong... 


7 Reacti 
Followe 
Cost is reduced by { 
of Otosan Uchi must be 


\ing for this month's deck involves putting Moshi Hito 
no Honor on turn one, then using him to build a power- 
urn threat. With the Stronghold’s ability to reduce 
costs and the ability to buy Imperial cards cheaply, you can 

Imperial Honor Guard to Hito, using just Stronghold 
n turn two. In other words, you can attack on turn two with a 
it that can't be sent home with the Favor. For defense, 


ng the Favor.—W. B. 


Fate Deck (41 cards) 
Actions (24) 


2 Ambush 

2 Counterattack 

2 Crushing Attack 
3 Deadly Ground 

1 Forced March 

3 Rallying Cry 

3 Sneak Attack 

2 Stand against the Waves 
2 Superior Strategist 
3 Superior Tactics 

1 Test of Courage 


Followers (15) 


3 Elite Heavy Infantry 
3 Heavy Infantry 

3 Imperial House Gu 
3 Imperial Legions 

1 Mantis Bushi 

1 Lion’s Pride 

1 The Twelve Ronin 


28) tems (1) 


1 Toturi’s Battle Standard 


Rings (1) 


1 Ring of the Void 


- <add ee 
The Palace of Otosan Uchi J 


on: Once per turn 
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Bring 


by Wojciech Jankowski 


hese days of ultra-fast, Objective-boosted decks can frustrate a Star 
Wars: CCG player. More often than not, your deck’s performance 
depends greatly on the strategy you're matched against. The more spe- 
cific your strategy, the more likely that another equally focused deck can 
come along and derail you. Furthermore, most of the current strategies 
so dominate a deck’s “home turf’—the sites and systems where your 
opponent deploys all those characters and ships—that interaction is pointless. 
Your Alderaan Operative, for instance, is going to have a rough time storming 
Tatooine alone if Obi-Wan's waiting at his Hut, Luke’s holed up at the 
Moisture Farm, and Han and Chewie have the Cantina locked down. 

These two factors—predictability and lack of interaction—can suck most of 
the excitement out of Star Wars play. If you're fed up with this rock-paper- 
scissors approach to the game, “The Emperor's 
Prize” offers a simple way you can ensure interac- 
tion in every game, no matter what your opponent 
brings to the table: support your own strategy 
with a balanced, versatile deck—a deck that can 
battle (and win) anywhere your opponent hides 
or tries to set up a stronghold. Impossible, you 
say? Always with you it cannot be done.... 


| Feel Like | Can Take 
On the Whole Empire Myself 
Versatility is the greatest advantage of a bal- 
anced deck. Simply possessing a space fleet 
opens up whole new options, allowing you to 
adjust your play style to match your opponent’. 
If you're playing against a ground deck and the 
tide of battle shifts in your opponent's favor, 
you have the option of going into space and 
ignoring his or her stranded stack of characters. 
In many cases, one ship with a pilot can drain 
your opponent unchallenged throughout the 
entire game. Against a dedicated space deck, your 
space contingent can wrest control of one or two 
crucial drain systems, blocking your opponent's 
Force drain long enough for your ground drains 
to take over. It can also keep opponents on their 
toes, so that they deploy more than they have to 
for fear of retaliation. 
The key to making your deck versatile is card 
efficiency. Usually, you can gauge the efficiency of 
a character or starship by how much effort the 
opponent must put into getting it off the table. 
Vader, for instance, is extremely hard to remove 
from the table even if your opponent's deck is 
built around killing him. Similarly, the Executor 
can fight battle after battle before being over- 
whelmed by swarms of X-wings. Decks like the 
venerable Mains & Toys work because the power 
cards let you free up deck space that can then be 
devoted to countering your opponent's strategies. 


fhust Down And Destroy Toe du o ff 


rte 
yi 


We've dispatched 
Wojciech Jankowski to 
investigate a trade 
dispute on Naboo. We 
expect him back any 


day now. 
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Jedi Tricks 


When constructing a winning Dark side deck, 
expect to be up against Light side strategies like 
the following: 


Hidden Base/X-wing Swarm 

This deck uses Special Edition—boosted X-wings to 
protect the Rebel s Hidden Base and prevent any pos- 
sibility of Imperial intrusion. 

Strengths: tremendous space power, good Force 
drain potential, the ability to cancel three Force 
drains per turn, and use of All Wings/Rebel 
Fleet—a potent Special Edition combo. 

Weaknesses: dead in the water once the base is 
probed, effects and interrupts can be canceled or 
grabbed, slow to flip, gives out massive amounts 
of Force to the Dark side. 


Operatives 

Alive and kicking even after the much ballyhooed 
errata, this strategy drops an Operative and another 
character at each site of the Liberated planet, hunkers 
down, and pretty much ignores the opponent. 

Strengths: easy to flip, large Force drains, 
reduces opponent's drains, can use Wind 
Chimes/Bargaining Table. 

Weaknesses: vulnerable to repeated massive 
beatdowns of weak characters that are already 
spread thin, bonuses canceled by Imperial Decree 
or A Bright Center. 


Mind What You Have 

Learned/EPP Mains Beatdown 

Using the Objective Solely for Force generation and 
Yoda's Hut text, this deck employs the raw, synergistic 
power of the main charactersto devastate your 
ground forces. 

Strengths: good Force generation, efficient 
fighting force, Draw Their Fire/Frozen Assets 
combo prevents Ghhk, can use Clash of 
Sabers/Smoke Screen. 

Weaknesses: high deploy cost, dependent on few 
characters who can't be everywhere at once, little 
space defense. 


Droid Merchant “Maelstrom” 

A mutated version of the infamous Worlds ’98 deck, 
this one uses Droid Merchants, Spaceport Speeders, 
How Did We Get Into This Mess?, Descent Into 
The Dark, and Hiding In The Garbage as a cycling 
engine to get either massive EPP-backed power or a 
quick Local Uprising flip. 


i: 


Strengths: extremely fast, large amounts of 
Force retrieval, good Force drain potential, high 
average destiny. 

Weaknesses: dead if interrupts get grabbed, very 
little space protection. 


Imperial Exploitation 
When playing as the Light side, prepare for the 
bad guys to come at you with: 


arm . 
g by himself, the Outer Rim Scout becomes 
g when 12 copies of him drain at 12 
ix different planets. 
setup, massive Force drain 
opponent's drains, can use 
snt/Den Of Thieves. 
erable to Draw Their 
ssisted beatdown, no immu- 
ace contingent, 


ounterpart. Expect 
by Vader and company. 
ge Force drains, 
can use Abyssin 


able to massive Mains & 


lestroy The Jedi 
tive for speed and extra dam- 
and the ability-4 gang down 


gths? Visage hurts, dueling makes playing 
schancy, good Force activation, good Force 
N potential, can use You Are Beaten and 
Decree/A Bright Center. 
Weaknesses: deck collapses if Vader loses a duel, 
minimal space defenses. 


Sienar Fleet Systems 
True to the strategy of the Imperial Navy, SFS drops 
swarms of TIEs at each system, overcoming through 
sheer numbers what it cannot defeat strategically. 
Strengths: large amounts of retrieval, massive 
space power, can use Imperial Decree/ABC, has 
Dreaded Imperial Starfleet/Short Range Fighters. 
Weaknesses: Force-deficient, interrupt-depend- 
ent, low average destiny. 


Now that you know your enemy, you must exploit 
these weaknesses. Now move along. Ml 


Special Modifications 


The easiest way to make a balanced deck? Take the dominant Mains & Toys deck 
and give it a decent space contingent. You must also modify the locations and char- 
acters so that they make the most efficient use of your space fleet. Substitute pilots 


for purely planet-bound characters and remove one or two sites for drain systems. 
These two decks are ready for every major strategy. 


Light Side: A Few Good Men (And One Princess) 


Objective 


Mind What You Have Learned/Save You It Can 


Locations (13) 
1 Cloud City: Carbonite Chamber 
1 Cloud City: Downtown Plaza 
2 Coruscant 
1 Dagobah 
Dagobah: Yoda's Hut 
Hoth: Echo Command Center 
Kessel 
Rendezvous Point 
Tatooine: Jundland Wastes 
Tatooine: Obi-Wan’s Hut 
Yavin 4: Massassi Headquarters 
Yavin 4: Massassi War Room 
Characters (14) 
1 Ben Kenobi 
1 Chewbacca 
2 Han With Heavy Blaster Pistol 
2 Leia With Blaster Rifle 
3 Luke With Lightsaber 
1 Obi-Wan Kenobi 
1 Obi-Wan With Lightsaber 
1 Jeroen Web 
1 Wedge Antilles 
1 Yoda 
Starships (5) 
1 Gold Leader In Gold 1 


Se eS 


Dark Side: Kick ‘Em in the Eye! 
Objective 


1 Millennium Falcon 

1 Red Leader In Red 1 

1 Spiral 

1 Tantive IV 
Interrupts (17) 

2 Clash Of Sabers 

2 Courage Of A Skywalker 

1 Effective Repairs 

2 Grimtaash 

1 Houjix 

2 Nabrun Leids 

1 Quite A Mercenary 

3 Smoke Screen 

2 The Signal 

1 Weapon Levitation 
Effects (9) 

1 Draw Their Fire 

2 Frozen Assets 

1 Goo Nee Tay 

1 The Planet That It’s Farthest From 

1 Traffic Control 

1 Uncontrollable Fury 

2 What're You Tryin’ To Push On Us? 
Weapon (1) 

1 Obi-Wan’s Lightsaber 


Hunt Down And Destroy The Jedi/Their Fire Has Gone Out Of The Universe 


Locations (12) 

Cloud City: Downtown Plaza 
1 Cloud City: Port Town District 
1 Coruscant 

1 Dagobah: Cave 

1 Executor’ Holotheatre 

1 Executor Meditation Chamber 
1 Hoth: Defensive Perimeter 
1 

1 

1 

1 

1 


_ 


Hoth: Ice Plains 
Kashyyyk 
Kiffex 
Tatooine: Cantina 
Tatooine: Jundiand Wastes 
Characters (15) 
1 Admiral Ozzel 
1 Boba Fett With Blaster Rifle 
1 Brangus Glee 
3 Darth Vader 
2 Darth Vader, Dark Lord Of The Sith 
2 Grand Moff Tarkin 
1 J’'Quille 
1 Kitik Keed’kak 
1 Lieutenant Cabbel 
1 Officer Evax 
1 Zuckuss 
Vehicle (1) 
1 Blizzard 2 
Starships (4) 
1 Bossk In Hound's Tooth 


1 Devastator 
1 Dreadnaught-Class Heavy Cruiser 
1 Executor 
Interrupts (17) 
1 Charming To The Last 
2 Elis Helrot 
1 Evader 
Ghhhk 
| Have You Now 
Masterful Move 
Monnok 
Sniper 
Those Rebels Won't Escape Us 
2 Torture 
2 Ti'lek Advisor 
1 Unexpected Interruption 
2 You Are Beaten 
Effects (8) 
1 Bad Feeling Have | 
1 Come Here You Big Coward! 
1 Imperial Decree 
1 Oppressive Enforcement 
1 Reactor Terminal 
2 There'll Be Hell To Pay 
1 Visage Of The Emperor 
Weapons (2) 
2 Vader's Lightsaber 


— eee ett 
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Aces. Pulls. 

Cheatin hands. Jokers. 
Doomtown deckbuilding 
requires quite a different 
technique than the one 
you're probably used 

to. Indeed, one of the 

1) most common questions 
from new Doomtown 

_ players is, “How the heck 
_ am I supposed to build 
this deck, anyway?” 

Here are a few collected 
ips to help you through 
your first few gunslingin’ 


’ @tches in the dusty streets 
of Gomorra, California. 


Edward Bolme 
J knows the location 
. of the mother lode. 

Tf you know what 


we mean. 


Inside, the industry 


addle Up! 


The Greenhorn’s Guide to Doomtown 


Choose Sides 

First, you should decide which Outfit to play. 
There are 10 in the game, so check out the deck 
boxes and see which Outfit’s abilities and 
strengths match your play style. 


Law Dogs: For better or worse, these folks 
defend the innocent in Gomorra. Led by 
Sheriff Nate Hunter. 


4 Blackjacks: The noble outlaws of Doomtown. 
Led by a feller named Jackson, aka “Black Jack.” 


Collegium: These mad scientists use ghost 
rock to power their “steampunk” gadgets. Their 
“king” is Oswald Hardinger. 


Sweetrock: The mining company that, until 
recently, had a stranglehold on the economy 
of Gomorra. Led by the mad Howard Findley. 


A Whateleys: An ooky, kooky, and spooky family 
of spellcasters. They defer to matron 
Wilhelmina Whateley. 


P siowx Union: Native Americans and their 
allies who rely on help from the Spirits. Joseph 
Eyes-Like-Rain calls the shots for the Union. 


o Maze Rats: An eclectic, internationally flavored 
group of pirates and sailors that rules the Great 
Maze that was once the state of California. 
Captained (duh) by Captain Sim Yut-San. 


Y 4 Texas Rangers: Sort of the French Foreign 
Legion of the Weird West, they'll take any- 
body. Their heaviest hitter at the moment is 
Katie Karl. 


Y 4 The Agency: Who you gonna call? If Fox 
Mulder had lived in Gomorra, he would’ve 
been in this Outfit. Led by the nearly unkill- 
able Ghost. 


4 The Flock: The biggest, baddest prayer 
meetin’ you ever saw. Elijah leads these way- 
ward souls to salvation...or worse. 


A ¢ 


Sharp Suits 

By far the coolest mechanic in Doomtown is also 
the oldest—poker. It’s used to resolve all conflicts, 
which makes every shootout a gamble (literally 
and figuratively). 


Spades (#) are Dudes, and all Dudes—the 
people that seize Gomerra for you—are 
spades. Want to kill. som ne? Invent a giant, 
steam-age robot? Take cont rol of the Green 
Eye Saloon? You need/Dudes. Some Dudes 
also prevent your opponent from winning, by 
virtue of their Influence. 


Diamond (4) cards are all Deeds—the various 
locations in Gomorra. After all, if you want to 
control the town, there has to be a town to con- 
trol, right? Deeds get4voumoney (which is 
ghost rock ‘round here, ‘SS valuable sub- 
stance known). However, certain Deeds also 
help you win the game by giving you Control 
Points. A few also have freaky special effects 
that can help you in a pinch. 


Clubs (#) are Action cards, those unpre- 
dictable little things that ‘ou can do during 
a turn or even in the midst of a shootout to 
turn the tables. Nothing iscertain while your 
opponent is holding’ fistfttl of Action cards. 


Hearts (¥) is the catchall suit. Events, Goods, 
and Spells are all hearts. While Events can go 
off during any lowball phase, Goods and Spells 
must be attached to Dudes. 
You can't bring Dude inv 
you can't defend Deed: without Dudes. You can't 
use Goods and Spells wi out Dudes, and your 


ithout Deeds, and 


Dudes might not last without Goods and Spells. 
How then to balance the card types? Try to build 
your first few decks with 13 of each. This should 
be a good, basic assortment, and ensures you a 
wide variety of cards useful in most situations 
(and coincidentally meets your deck size require- 


ments exactly). 


———————————————————————————EEE——EEE 


Values; Family and Otherwise 

Each card in Doomtown has a value, the numeric 
poker strength of the card. The designers deter- 
mine a card’s value according to many factors. 


< 

Yd Dudes: The more powerful the Dude, the 
higher that card’s value. Thus a featherweight 
sissy-boy Drifter like Bob Bidwell rates only 
a 3, while the infamous outlaw Black Jack’s 
a Ka, 


v4 Deeds: Deeds are the opposite of Dudes in this 
respect: expensive and powerful cards that are 
hard to bring into play have low values, while 
dime-a-dozen Strikes have high values. 


4 Spells: Spells that ace (kill) Dudes get low values, 
while light, general-purpose Spells are rated high. 


< 
Y 4 Actions, Goods, and Events: All other cards 
have values corresponding to potency. Cheap and 
easy cards like Out of Ammo get low values. 
Cards that are difficult to use, like those requir- 
ing a combo to be truly effective, rate quite high. 


Stack the Deck 

In Doomtown, you can be the envy of gamblers 
far and wide: you get to play poker with a stacked 
deck. Some players build decks for Flushes, others 
work on Straights, Fives of'a’Kind, and the Dead 
Man's Hand (8@, 8#@, A#, A&, J#). This can lead 
to some real shenanigans when you show, for 
example, five J4 (see “Cheatin’ Varmints”). 

Also, your deck will thin out as the game pro- 
gresses. Every card you bring into play changes 
your luck. Early on, your deck’s values drift 
toward the middle as you bring in low-value 
Dudes and high-value Deeds. The longer the game 
goes, the more likely you are to see a Flush-friendly 
all-clubs deck—every other suit stays on the table 
when played. Actions go into your discard pile, 
which eventually goes back into your deck. 


The Ol’ Shoot ‘n’ Pull 
To win shootouts, you want multiples of cards or 
suits. Try to focus on about five values, and have five 
or six cards of each value in your deck. This helps 
you get Straights and multiples of a value (Full 
Houses, and so on)which are good shootout hands. 
Some cards require you to pull the top card of 
your deck and check its value. Hucksters casting 
Spells and Mad Scientists creating Gadgets require 
pulls. Try to ensure that the cards in your deck 
make these pulls slam-dunks. It’s tricky: the catch 
is that powerful cards that require pulls have low 
values themselves; most Spells that kill someone 
are aces, and pulling an ace kills your spellcaster. 


Ghoosin’ Yer Startin’ Posse 

Start with at least three Influence in your posse 
(not all on one Dude), to avoid those embarrass- 
ing first-turn losses. Make sure you have about 5 
ghost rock left from your starting cash, and don't 
start with Dudes with high Upkeep costs; you'll 
need that ghost rock. 

When you're starting out, play it safe and start 
with Non-Unique Dudes—if you and your foe have 
the same Unique starting dude, only one of you can 
have him or her. There’s nothing worse than losing 
your main Dude before the game starts. 


Cheatin’ Varmints 

It’s perfectly legal to have 20 copies of, say, the 5¥ 
in your deck. This usually gets you an easy Four of 
a Kind (or better), but a hand with a duplicate 
poker card (such as four 5¥) is known as a 
Cheatin’ hand. Whenever you reveal a Cheatin’ 
hand, you can get hit with a Cheatin’ card! The 
effects of these vary, and include losing Deeds, 
Dudes, or ghost rock. Be wary! 

Include at least four Cheatin’ cards in your 
deck to smack down foes that prove to be 
cheatin’ varmints, and of course make sure these 
cards fit with your deck’s strategy. 

Another option is to make an all-legal play- 
ing deck (known among experienced players as a 
“Bicycle Deck.”) While this weakens your 
shootout strength, it neutralizes all of your oppo- 
nent’s Cheatin’ cards—and those cards are now 
takin’ up valuable real estate in his or her hand! 


Get Control of Yerself 

Ultimately, you win by having more Control 
Points (blue poker chips) than your opponent 
has Influence (red poker chips). Make sure your 
deck produces about 10 of each. 

That's about all the space we have at the 
moment, but learn these here lessons and at least 
you'll die with yer boots on. Now skin that 
smokewagon and get to work! Ml 


Ya Gotta Organize.” 


Now that you've built that deck, you ought to try it out. 

For lightweight competition, join the Doomtown Quickdraw 
League. This league—which you can join at participating hobby 
shops—stresses game play over winning. Leagues are forming all 
across North America, hopefully at a game store near you. 

Also, non-league Doomtown tournaments happen all the time at 
game stores and conventions. Once you've put in some miles in the 
saddle, you might want to pit your deck against the best! 

i ).£rpg.com for details about the Quickdraw League 
and upcoming tournaments. 


DUELIST AUGUST 1999 79 


Terrors take center stage as Outfits regroup, Deeds get 
Improvements, and Rachel goes on a rampage. 


he Stygian depths must be pretty freaking full 
at this point, because fresh corpses barely have 
time to stink before they're jumping back up 
and rejoining the fray. J. P. Coleman’s been back a 
while, but now he’s really starting to turn up the 
heat on his murderers. Spike Dougan’s brains 
were blown out, but he never used them anyway and 
he’s actually more dangerous without them. A whole 
host of Abominations make the scene, as does a ter- 
rifying slate of actions called Harrowed abilities, 
giving us live wires more good reasons to fear the 
conscious dead. 


They Got the Power 
Welcome to the Mouth of Hell card set. For any of 

you gunslingers who were wondering just when it would become not 
just attractive but necessary to start playing Rangers or Agency decks, the time 
has come. Once again, things have gone from bad to worse in Gomorra: there 
are more Terrors than you can shake Stoker's Saber at, and all Harrowed 
Dudes are potentially more powerful than they have ever been before. 

The Mouth of Hell expansion introduces a new kind of Action card that 
bestows Harrowed abilities on Harrowed Dudes. Playing such an Action on 
an unbooted Harrowed Dude gives a new ability to the Dude, much in the 
same way Hexes, Spirits, and Miracles give new abilities 
to Hucksters, Shamans, and Blessed. Like Spells, 
Harrowed abilities, which have the Harrowed Power 
indicator, run the gamut of game effects: copying 
actions printed on other Dudes (like 
Mirror, Mirror), reducing Dudes’ 
Influence (like Nightmare), and 
acing Goods (like Devil’s Touch). 

If you thought Chester, Frank, 
Ezzie, and the Unknown 

Hooded Figure (UHF) were 

dangerous in a shootout before, 
5 wait until they put on the 

\ Claws to boost their Bullet 
rating by 2 or use some fancy 
Stitchin’ to mimic the irritat- 
ing Ghost and go home 
unbooted after surviving Harrowed pulls. 


13 


a 


- ~ 


D3 


Scott McGough 
actually is the Mouth 
of Hell, spewing venom 
and bile on anyone There are also many, many more 
unfortunate enough to Abominations to contend with, bearing 
sit on the barstool next to 


his. Trust us on this. 


unsettling names like Bogie Man, Pit 
Wasp Swarm, Dark Beast, and 
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Terrormental. Each has stats that range from 
respectable to impressive, and each has its own 
drawbacks to balance the benefits. 

Make no mistake: when Mouth of Hell makes 
the scene, you'll be able to make the most of the 
Terror-hosing abilities of new cards like Sleeping 
with the Shadows and Dream Catcher, as well as 
Sister Mary Jebediah, Camille Sinclair, and the 
rest of the Rangers. And you'll want to build your 
Agency deck with as many aces as possible, to 
plant them zombies deep and final-like, thus ~ 
racking up Victory Points faster than a Law 
Dog Lynch Mob. 


Don’t Stop Me, ‘Cause You 
Haven't Heard This One 
(or, Belly Up to the Bar, I’ve 
Got a Real Corker for You) 
Coming from the guy who 
got all misty-eyed over the 
demise of Eureka, it should 
not surprise anyone that I 
think the story behind 
Doomtown just keeps get- 
ting cooler as the Mouth of Hell 
opens. There are a great many 
cards that convey story points 
through disturbingly effective 
art and seamlessly integrated 
powers, but there’s so much 
going on in Gomorra that 
I'll have to stick to 
the high points. <= 
The Blackjacks are in full retreat after 

the mutually cataclysmic showdown with 
Nate Hunter's Law Dogs. Jackson himself 
is wounded and missing; Cletus, Eddie, 
and Corky are all dead; and pretty-boy 
Sheriff Nate just got a bellyful of 

the harsh realities of frontier 

law enforcement. The final 

body count has yet to be tal- 
lied, but don’t put your abacus 
away just because the last corpse 
has been tagged and bagged. 
Rachel Sumner’s still out there, 
you see, looking to collect a blood 
debt as up close and personal as 


<n cnoatiaid nat ad ; 


“When there’ no more room in‘Hell; the dead will walk the earth.”. _—George Romero's Dawa of the Dead 


AAGGHHHH! * 


\ she can. Jack himself may 


Good for You 


\ their primary target, the Gunfights are SOP in Gomorra, and 


\ be missing, but without 


Law Dogs find them- games are often won or lost based on 
selves wearing the bull’s- what your Dudes are packing when 
eye as the most danger- the shootin’ starts. Black Jack versus 


ous woman in Gomorra Charlie Landers doesn't have a fore- 
starts hunting them. gone conclusion, if Charlie’s got some 
Hector Casparo’s luck War Paint on and Jack gets hit by Sun 
runs out when my girl in Yer Eyes. The Mouth of Hell set 
catches up to him on the Event serves up several powerful new cards 


card Sumner’s Revenge (which gets my “Best that redefine the terms and the ter- 

Flavor Text Since Jack Guns Down Spike” rain of a shootout, but none of these 

award), and the last thing the honorable Judge is more powerful than the Lucky Rabbit’s Foot that you'll only 
Henry Warwick ever sees is a pretty spade tattoo. find packed with this issue of Duelist. 


Jack’s absence doesn’t mean the Sweetrock Ina nutshell, the Foot gives your posse the opportunity to 
Mining Company’s troubles are over, either. call time-out just as the lead starts flying, check its aim, and try 


Coleman's back, and he seems to bear a grudge again. For 4 rock, this Goods allows you to ace it as a Reaction, 
against the robber barons and their hired toss your final Draw hand, and redraw another, as if the first 


guns...one, by the name of MacNeil, in particular. draw never took place. Busted Flush or one card short of a 
Howard Findley has had better days, too: Straight? Dump the lot and try again. Been getting ham- 
: y P s I y 4 8 g 
Pittsburgh HQ has dispatched Mr. Prim to mered all game by your opponent’s Cheatin’! 
g I a 8 ry PI 
relieve Howard of his stressful duties and ; ) cards? Toss your illegal hand and try to make a 


to realize the kind of return Sweetrock . - clean start, nice and legal. No matter who showed 
expects from its venture in Gomorra...but “Vas © up or what Shootout actions have gone off, if your 
it seems he’s just a little too late. —q) final hand isn’t to your liking, you get a lucky 
Experienced Howard’s not writing with a | ¥/¢ = break and your opponent doesn’t. 
full fountain pen these days, if you know : Beyond the obvious allure of a free do-over, the 
what I mean. When The Mother Lode yigwer ays Foot also has excellent combo potential with Mouth 
Is Found Event goes off, the Sweetrock . : § of Hell cards. Hf you're playing either one of the twins 
Dude with the highest Influence also “Ie (William Badson or Phillip Goodson), you 
goes insane and gets discarded. Money oe can go fishing for the magical Three of a 
(or, in this case, ghost rock), cannot, in Kind (with 6s or 7s, respectively). A 
fact, buy peace of mind. : Dude equipped with the Foot and a 

The Whateleys also take a serious loss ‘ Telescopic Pistol Sight—which turns 
when Experienced Unknown Hooded en all suits in your final Draw hand to spades 
Figure tries to reap its way through a jae ; ; (#)—has twice as many chances to nail the 
Schoolhouse full of children, pitting its | ng pee nftleutey, elusive Royal Flush. And if you don’t mind tak- 
personification of Death itself against } ; Blige tity ing a dive and losing a round of the shootout (don’t 
dainty schoolmarm Meredith CIR oni reus a scoff, there are plenty of incentives to do so: Yer 
Singleton. The UHF has its sickle and se i Comin’ with Me, Blaze of Glory, a successful Dark 
its Harrowed vitality, while Meredith has only her PF Protection Hex/Turtle Shell Spirit, or the simple 
courage...and an Ectoplamic Calcifier. The new desire to see your opponent's face when your Death's 
Weapon Gadget and the nice lady with the com- Head Joker pops up), you can head-fake your opponent into 
pelling voice win the day as Meredith Kills the wasting a killer hand...or better still, losing a key Dude. 


Hooded Figure becomes an Event to remember Make no mistake: the Foot kicks ass. 
(and wins second place in the “Best Flavor Text 
Since Jack Guns Down Spike” contest). Perhaps 
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OTANI, 
Powe +valale | STONE MAN 


Control Points win the game, 
period, You can have no Dudes, 
no Influence, and no ghost rock, 
but if you have the blue chips, 
you have the victory. This Flock 
deck capitalizes on the afford 
able blue-chip Strikes in Mouth 
of Hell (which are always worth 1 
more Control Point thanks to 
the Outtit’s ability) by exploiting : 
Avarice to get ‘em into play — ss laine 
quickly. To defend your Strikes 
aggressively, the Dude roster keeps up with your rapidly expanding 
real estate and ever-increasing rock supply. Highly mobile Strike 
roamers like Will o the Wisp, Pierre Fontaine, and Rails 
Richardson team up with lethal low-cost Studs like Joe Larson, 
William Olson, and T.C. Backed by a handful of Actions that fur- 
ther increase your mobility or boost your Dudes’ Bullet ratings (try 
the Blaze of Glory/Drawing a Bead combo on the Stone Man and 
prepare to be Cursed out), “Power Grazing” serves up a righteous 
feast that the wicked will simply be unable to keep down. 
Start with Avarice, Will o’ the Wisp, Cassidy Greene, and Stone 
Man. Even if you lose the opening draw, you'll have enough rock 
to start dropping blue-chip Strikes (and if you don't draw any, 
Avarice will happily go get one for you). Once a Strike is in 
play, send the Wisp and Stoney out to defend it. Ifthe first 
opposing Dude that shows up to 
challenge your control doesn't boot to 
get there, the hypnotic Wisp can first Power Grazing 
boot him, and then call him out. Even 
the bravest heart quails when faced 
with an unrefusable shootout against a Outht: The Flock 
distracting, skull-faced fairy light and 2 Jokers 
a 3-Stud golem with a big stick (who Dudes (20) 
can become a 4-Stud with Saul Whateley 
Cassidy at his side), Later on, Marko Muscovich 
if an especially tough, brave, Cassidy Greene 
and/or stupid crew comes Joe Larson 
Mitobu 
William Olson 
Camille Sinclair 
Mar Vv the Wanderer 


Pierre Fontaine 


out for your Strike, swarm ‘em 
with every available gun you have. If 
your Dudes aren't right where you need 
‘em to be, you have a plethora of Goods 
and Actions that facilitate long- 


Avarice 


distance posse formation. “Pate” Richardson 


The longer the game goes on, the Tao Cheng (T.C.) 
more certain it becomes that your Angus Mcliudden 
opponent is going to have to try to “Buckets” Nelson 
muscle you out of your Strikes...and ‘Tombstone Frank 
once you have your movers and shakers Will o’ the Wisp 
in place, there’s nothing youd rather Stone Man 
have your opponent do. Danny Hamilton 

Maze Dragon 
Q4@ Ar. Slate 


; 
7 
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the Whateleys will be consoled by the arrival of the 
two-fer-one McCracken Brothers and the newest 
(and potentially most dangerous) 

member of their brood: little 

Lucifer Whateley. Lucy costs a 

bundle to bring into play, but 

once he’s there, his Bullet rating 

and Influence equal half the 

Fear level, rounded up. Brrr. 


Now Spit 
There’s a lot more going on 
yet in Gomorra, both on the 
streets and in the cards. 
New cards called Improvements 
increase your ability to defend Deeds. 
The Law Dogs, Sweetrock, and Collegium all 


that open new strategies for th 
of the Outfits have new Dudes, Goods, and 
Actions to widen their paths to victory. And, just 
to round out the horrific feel of the set, baby Lucy 
bares his fangs and a wandering Scottish preacher 
quotes from the zombie classic Dead Alive. 

Ever more monsters, murders, and mayhem. 
Whatever happens next in Gomorra, you can bet 
it won't be pretty, But it will be a lot of fun. 


(Cards in ifalies are Mouth of Hell cards; Dudes in bold are starters.) 


Deeds (14) 
B@ Whe Lode (2) 
A@ Colorado Lode 
2@ Smiling Lizard Lode 
2@ Smiley's Shaft 
3@ Rock Ridge Mine 
do Elysium Fields Mine 
4@ Kish Ridge Mine (2) 
5¢ Lonesome Willow Strike 
6 King Willy's Mother Lode 
be Labyrinth Mine 
10@ Hunter's Moon Strike 
J@ Bats Breath Mine 
Goods (10) 
3¥ Maze Runner (3) 
§¥ Roan (3) 
7¥ Mustang (2) 
QY Bowie Knife (2) 
Actions (8) 
$& Blaze of Glory(2) 
4% Giddyup! (2) 
6@ Drawing a Bead (2) 
7& Hiding in the Bushes 
Q&% You're with Me 


i ae. 


Prepare for the dog-beat-dog world of the new 
Arena Outpost League™. You don’t need shots to join—just an incessant 
itch to throw down every week with a fun-loving breed of TCG player. 


If you’re a Magic: The Gathering” TCG player, the more regularly 
you play—win or lose—the more premium cards and other 
prizes you fetch. (Yep, anyone can be top pooch around here.) 

But no matter which game you play, you retrieve great giveaways. 


Sniff around your local game store. If they run Arena, sign up. 
If not, ask ’em to. But no begging. That’s a good player. 


Questions? Call (800) 324-6496 


or visit www.wizards.com/Arena to find an Arena retailer near you. 
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Honor Bound 


But Which Clans Are Honor Bound? 


UPrNS 


Finally, the Shadowlands get a second Stronghold, and 


Rings (L5R) prerelease tournament yet, the new Honor 


aunched with the biggest and boldest Legend of the Five 


Bound expansion promises to—in AEG designer Dave 
Williams’s words—‘“shake things up a bit.” That’s putting it mild- 
ly. Honor Bound is a full-blown, 173-card set, the likes of which 
we haven't seen since before the Hidden Emperor expansion. In 


addition to big changes 


for the Ninja, the Crab, and the 


Shadowlands, the whole darn Scorpion Clan returns from its 
exile in the Burning Sands. Here’s a sampling ofthe high points. 


Wolfgang is tired of 
hearing the Scorpion 
players whine, “When ts 
Kachiko coming back?” 
Honor Bound can't ship 
a moment too soon. 
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The New Strongholds 

The biggest news of the set is that 
Kachiko, the official spokesbabe of the 
Scorpion Clan, has brought her people 
back to Rokugan. Experienced 2 Dairya 
comes with her, as well as an Ashalan 
and an Ivory Kingdoms assassin (both 
of them surely familiar to Legend of the 
Burning Sands players). What else does 
she have up her sleeve? Well, an army of 
Experienced versions of familiar 
Personalities, such as Hisa, Goshiu, and 
Taberu. The Stronghold itself, the 
Towers of the Yogo, has 6 Province 
Strength, 4 Gold, and 2 Family Honor, 
with the Battle ability that allows you to 
bow any of your Scorpion Personalities 
to bow opposing Personalities without 
Followers. I think this could be the 
Most, annoying incarnation of the 
Scorpion yet. 

The new Crab Stronghold is the 
Citadel of the Hiruma, which looks 
fairly familiar: 7 Province Strength, 

4 Gold, 3 Family Honor. Its Battle 
ability enables you to bow the 
Stronghold to double one defending 
Personality’s current Force, at the cost 
of destroying the Personality at the end 
of the battle. So, yes, it’s another defen- 
sive ability. Since they can crush 
Unicorns and other army units when 
attacked, perhaps the new, kinder, gen- 
tler Crab will become Honor-runners, 
sipping tea with the Crane and the 
Phoenix in the Imperial Court. Nah.... 
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it’s a doozy. Remember all those Undead cards that you 
passed over in favor of Moto Tsume and the Oni? Well, 
the Sepulcher of Bone Stronghold will make you take a 
second look. It has 5 Province Strength, 0 Family Honor, 
and 3 Gold Production. The last item is the most impor- 
tant, of course—actual Stronghold Gold that can be spent 
on anything, not just reducing the cost of Shadowlands 
cards. Expect the Shadowlands to roar back into the L5R 
environment, along with the new, Undead, Experienced 2 
Moto Tsume. Yeah, he’s back, and he’s gunning for his old 
Unicorn buddies. 

Sadly, the fans of blood magic goodness who were 
expecting the Shadowlands Stronghold to feature 
Tuchiban’s Bloodspeakers don't get much of a consolation 
prize in the rest of the set either: The Bloodspeakers’ influ- 
ence can be found in just two Maho Kihos and two Spells, 
plus two Personalities—the new Bloodspeaker Doji Adoka 
and an Experienced Juchi Shahai. 


New Cards: Sensei and the Clan War Saga 


LSR has seen several new card types over the course of four 
years of expansions, from Regions to Kihos to Ancestors. In 
the Honor Bound Set, we see the first of the Sensei cards. 
Called “Daimyo” eards during playtesting, these cards rep- 
resent teachers, mentors, and advisors'to the great Clan 
lords. In game terms; you play one at the start of a game to 
modify your Stronghold, A few of the Sensei cards modify 
Province Strength or Family Honor, and all of them»pro- 
vide additional restrictions or abilities, such as preventing 
Honor Victories or bowing your Stronghold to retrieve an 
Elemental Ring. As a category, they may catch on like 
Kihos did, or they may flop like most of the Black Scrolls 
and Ancestors. A game as convoluted as L5R doesn't seem 
like it needs another card type, but Pll be itching to modify 
my standard decks with them as soon as they hit the street. 
The second card type is really more of a special reprint, 
and could be especially fun for collectors. Called the Clan 
War Saga (CWS) cards, one is included in about one of 
every eight Honor Bound boosters, replacing a common in 
that pack. The 33 different CWS cards are foil-stamped 
and numbered. If you put them in order and read their fla- 
vor text, they retell the story of the Clan War (hence the 
name). However, they only tell the first third of the story 
(the rest of the story will be told on cards in the next two 
expansions). The cards are reprints of cards from previous 


Sry 


expansions; because they include the Jade bug, 
they make those old cards Jade-legal. If you 
count the CWS cards as part of the expansion 
total, they bring the size of the Honor Bound set 
up to 206 cards. 


Honor Bound Expansion 


Metagame Developments 
With Honor Bound, the AEG designers have The top 13 most fun, most potent, and most “shake-em-up- 
taken aim squarely at Merchant Caravans (MC), worthy” cards of the set. 


one of the staple fast Gold Holdings of the tour- 
nament circuit. Three new cards are devoted to 


Monsoon Season. Our cavalry seems to be getting bogged 


j z down, Generel. 
burning anyone who plays with Merchant 


Caravans: Bandit Attack, Rodrigo, and the big- Fortress of the Dragonfly. Add | Chi to each of your 

gie, Bandit Raids. In the long run, these anti- MC Personalities. Now imagine having three Fortresses of the 
cards may slow down the game by slowing Gold Dragonfly in play 

production; with any luck, some interesting but Energy Terrain. Ranged-attack and Kiho-madness decks, reid 
ieee cevelop deckawallaow be more-yiahle. Yokuni Sensei. At last, all of those Event-driven decks (we're th 


ieaar Baring alegittae ipenty of Dew goodies ing to you, Crane) must pay a price for their robotic ways. 


for the Ninja, the Brotherhood, the Crab, the 


Naga, and the Scorpion (who need it), as well as Treachery and Deceit. This one will become a staple, much li 
for Toturi’s Army and the Phoenix (who don't). Block Supply Lines. Better yet, it can target either attacking or 
Which of these Clans become serious con- defending units. 
tenders in the summer tournaments and in casu- Kitsu Osen. Built-in Kolat Assassin plus Ninja Thief, plus a 3 
al, pickup games depends on deckbuilders’ cre- Force, 3-Chi Personality, for 9 Gold. Yes, please. 
Bek nh se sisi See aCe Rence to Bandit Attack. You can put your Merchant Caravans back into 
improve its standing. . the binder folks. 

So you might be saying to yourself, “Gosh, d 
getting new cards for my Clan is just swell, but Mercenaries. Cheap, fast Followers: 4 Force for 3 Gold. 
what does Honor Bound do to help me beat Helloooo, Toturi. 


down those annoying, Cavalry-happy Unicorns?” Saigorei. Ponies, this pike’s for you. 
Plenty. Followers like Elite Pikemen, Regions Be 
like The Emperor's Lands, Events like the Silent War. The Ninja are just getting started. 
Monsoon Season and Yakamo’s Funeral, Battle Deep Forest. A major Gold shift for the Naga. 
Actions like Tiger’s Teeth, the Uji Sensei, and 
Personalities like Saigorei and Experienced 2 
Moto Tsume all help blunt the Unicorn threat. 
Finally, the Master of the Five, an Event, pro- 
vides the game witha new victory condition. 
Like the Four Walls victory, it requires having 
Holdings in play—in:this case, having an Oracle 
of each of the five elements. Once it goes off, it 
also provides a continuous victory condition: any- 
one who can produce one of each type of 
Elemental action in a single phase wins the game. 


Gohei’s Daisho. Can‘t complain about a card-drawing engine 
that provides 2 Force on its days off. 


Okura Is Released. Fear decks are now almost viable. Think 
combo with Face of Fear or Experienced 2 Hida O-Ushi. 


Final Haiku 

All told, Honor Bound looks solid, slowing down 
or taming some deck types and improving others, 
while throwing all of the standard Strongholds a 
curveball in the shape of Sensei cards. L5R con- 
tinues to prove that it’s not just the most exciting 
story in card gaming, it also has the most dynamic 
and strategic variety of mechanics, outstripping all 
other TCGs in offering ever more choices and 
ever more victory conditions. Ml 
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Lands of Lore III, Westwood Studios’ latest first-person role- 
playing/adventure game, is a pretty good way to pass the time— 
but if you make a few mistakes at the beginning, you could miss 
out on a lot of fun stuff. As RPGs and adventure games are 
notorious for low replay value, we offer a few tips for getting 
the most out of LoL IL the first time around. 


You don'tfave much choice deciding 
who you are. Like it or not, you're 
Copper LeGré, sole surviving heir to 
the throne. Unfortunately, you've lost 
your soul and need to prove yourself 
before you can claim your regal destiny. 
The rules give you a quick rundown that will at 
least tell you how to get through the spider caves, 
but when you wake up, you'll be shoved out into 
the harsh world of the game in seconds flat. 

Your first task? Join a guild (this is comparable 
to picking a character class in, say, Baldur’s Gate). 
Now, the rulebook says you get a bonus to experi- 
ence if you join only one guild, and that your 
advancement will be slowed if you pick multiple 
guilds. This is true, but the book doesn’t mention 
that the more guilds you join, the more quests 
you get. With this in mind, it makes sense to join 
Ok, Copper, think. You had at least three of the four guilds. The guilds don't 

your soul when you went Jast long (it’s not giving too much away to say 
a pt that they sort of get destroyed later in the game) 
so don't put off making your decision for too 
long. Each guild also has special shops where 
you can buy cool stuff, but before you can do 
that, you need to complete the first quest for 
each guild. 


There’s not much of a quest here—the hard part 
about the Thieves’ Guild is finding it. Look 
around outside the Warriors’ Guild, and don’t be 
shy about turning gears and opening doors. If 
there’s a guild not worth joining, it’s this one— 
most of what this guild offers can be had 
elsewhere. 


Rick Moscatellos This is a good quest to solve first, because it’s the 
interface is optimized quickest. Go to the forest outside the gates (yes, 
for butt-kicking. you have to open them yourself—the guard is 
useless, and won't even mind if you go into the 
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“Umm, excuse me. Have you seen a soul lying 
around anywhere? Whoa! You're hardly dressed!” 


guardroom and loot it), find a pig, and kill it. 
Bring it back to the Cleric and you'r set. The 
Clerics’ Guild has an altar room, where you can 
donate money and get yourself enchanted with 


some nifty spells. 


You need to go even deeper into the forest, to the 
Draracle’s Cave. Follow the signs until you come 
to an area with a glowing green light. Just click 
on the light—it’s a portal, and if you get sucked 
through it, just turn around and go back in to 
return. The Wizards’ Guild also has a spell 
store—pick up Lesser Heal and Lesser Light at 
your first opportunity; they'll come in handy. 


Save this quest for last, so that the experience you 
gain solving it will count for your other guilds. 
Head back into the forest, and turn right (toward 
the docks). Go through the door, and get ready to 
kill heaving piles of rats. After you kill them all 
(there are several rooms), you'll get a message 
Saying it’s time to head back. Look around— 
there’s a decent crossbow hidden in a crate, and if 
you go swimming, you'll find a small shipwreck 
loaded with loot—including waterproof healing 
scrolls. Not only does the Warriors’ Guild have a 
great weapons and armor store, it also has a train- 
ing center, allowing you to go up levels quickly. 


You get to pick one, and only one, familiar in the 
game. As soon as you walk into a guild, you'll be 
encouraged to take the familiar—don't do it until 


you're ready to make a final choice. Be sure to 
think before you “sign the book” and claim a 
familiar. You can get a familiar from a guild you 
don't join, so if you decide not to join a particu- 
lar guild, it’s a good idea to take the familiar 
from that guild to maximize your benefits. 

The Warriors’ Guild offers an Iron Golem. He 
isn’t quite the monstrosity you know and love 
from the AD&D world, and really doesn’t do a 
whole heck of a lot. You can have your familiars 
fight with and/or for you, and the Golem does it 
best. But you won't get experience, and it’s such 
an inconvenience to resurrect a dead familiar (a 
trip to the Clerics’ Guild, until the middle part 
of the game), that making one fight for you is a 
dubious proposition. 

The Wizards’ Guild offers a Homunculus. 
She's nice enough, and offersyyouacute source of 
extra Mana (spell power). 

The Clerics’ Guild offers a Glitterfay (a fairy, 
like Tinkerbell). She provides Some amusing dia- 
logue, and also gives additional healing (which 
every adventurer o uae more be and | protection 
spells. 

The Thieves’ Guild offers a shite (which 
looks like a fat weasel). He might be the best 
familiar, because he sometimes provides informa- 
tion for quests and can poison your 
turn you invisible, and protect you 0 
In short, he offers skills that aren’t easy 
elsewhere. 


chests and menacing wooden barrels you fine 
The guards don’t mind, and such objects ofte 
contain magical, or at least useful, loot. The pi 
mary rule for adventure gaming holds 
Lands of Lore III: if it isn’t nailed do 
and, if it is nailed down, find a hammer, f 
the nail, and then take it. Also be sure to check 
knotholes in trees: the forest is, apparently, fre- 
quented by the Easter Bunny, and such orifices 
almost always contain treasure. 

Finally, be sure to check your automap (in the 
journal) often. It’s easy to miss little things, such 
as the Inn. You can actually go the whole game 
without even realizing you have a room. You 
should check it out, because you've left some 
good stuff there. 


Now that you've done some adventuring and 
loaded up on equipment, it’s time to set up that 
keyboard. LoL III has a fully customizable inter- 


movement keys. You'll access your 


Barrels and boxes may yield coins or sack lunches. Go ahead and bust 
‘em open; the locals don't mind. (Your soul probably isn’t in a barrel, 
so don’t get your hopes up.) 


face, and the default isn’t so good. 
Access the options screen and set 
things up as 5 you wot would for any 
first-person s er (like Quake). 
Let your mouse do the looking, 
and set A=sidestep left, D=side- 
step right, W=forward, and 
X=backward, at the very least. 
You'll want to set your 
inventory/journal key (default is 
I) to T, or something close to your 


The various familiars have different 
abilities and strengths. But, like you, they 
don't have souls, Let's just stick to your 
own missing soul for the time being. 


encounter or 

B new, your journal will sparkle, and it 
il yo ee 

it cant ‘be tough to hit the 

ys (the numbers 1 through F~ 
for spells, and 6-0 are for items. 
ot 1 to a basic damage spell 
‘you're fore set slot 2 to a mass- damage spell; 


Asleep on 
the job. 


5 and use slot 5 for a healing 


F or healing potions and scrolls; slot 8 
should face Mana; use slot 9 for a powerup or an item 
you want to ent uae andlidot 0 should be food. Your character 
gets hungry @ 


ind really favors raw pork (kids, don’t try that at 


home!). Note} hat 5, 6, and 7 


Once you've joined the guilds, picked a familiar, looted your room at the 
inn, and optimized your interface for butt-kicking, you're ready to start 
the “real” adventure by going to the Draracle’s Caves. Go back to the 
portal you saw during the Wizards’ Guild quest, hop through, and let the 
adventure begin! 
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Fasten your seatbelts, twitch fans! Id offers us the latest first-person playground in Quake III: Arena. 
Whether you're a new fan of action games or an old veteran who’ already earned street cred on servers 
across the Internet, you will be playing Q3A. It’s a done deal. 


by Peter Whitley 


This is your spawn gun; you have 
just enough ammunition to defend yourself in 
a pinch. 


Close-combat Super Shotguy 


The introduction of 
obviously leads to curvy environments. 
! wonder how this will affect the female 
marine model. 


Super-lethal at close range, this version is 
faster but not quite as damaging as the one in 
Quake II. Characters get bumped when 
they’re hit hard, so the SSG could really 
wreak some havoc with targets on ledges. 


This diabolical weapon is a 
little bit faster and “bouncier” than the origi- 
nal, which will certainly make it more popular. 


a 


Love it or 
hate it, the RL 
in Quake dom- 
inated any level that had one. Q2’s RL was 
much slower. Q3A will speed it up again, but 
it will not do as much damage. 


Everyone's Favorite Rocket Launcher 


Back from the first title in the 
series, this oddity is easy to use badly and 
gruesome in the hands of a veteran. 


The sniper’s 
favorite. One supremely 
cool thing is that you can 
color your rail slug shots so 
your victim will know who 
was responsible. This will 
make it the weapon of choice for all of the 


color-coordinated campers out there. 


Pete usually plays the Victim 
class. His specialty is running 
around in a panic and 
falling into lava. Fear him. 
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Issues bulbs of explosive, burning- 
hot gunk at your enemies. The splash damage 
the shots emit should make the gun useful for 
recon shots. 


Players remain divided on 
the mother of all overpowered weapons. 
Although it’s still the weapon to use when 
you just don't care anymore, it will no longer 
inflict quite so much damage and now actual- 
ly requires you to sort of aim (gasp!). 


This will probably not make the 
final build. Personally, I’m against it, as any 
weapon that has a “continuous render” effect 
will compromise processor speed and increase 
packet tramsmission. Then again, I can see the 
potential of wandering dark mazes armed with 
this portable barbecue. 


Some buzz indicates that play- 
ers may be given the option of holstering 
their weapon to run faster. Heh, if you 
want to run around with no weapon in your 
hand, that’s just fine by me. What server do 
you play on? 


Quake’s weapons 
switched very quickly, while Q2 was quite a 
bit slower. The reasoning was that it rewarded 
the player who gave some thought to what 
lay ahead. Q3A cycles through the weapons 
quickly but takes over 
half a second (600 ms) 
to ready it. Switching 
will be faster too 
because of color-coded weapons 
and items in the selector bar. 


The drawing algorithms for 


maps and models use curves, thus ushering in 


a new era in game rendering. The days of 
blocky models are nearing the end! 


A voice pipes in with comments 
about your current status. id plans to have 
this voice make subjective criticisms. Cool! I 
wonder where his booth is, though, so I can 
pull a Deathrace 2000 maneuver on him. 


Hey, I’m lookin’ good! 


The fog effects are great. 
This will offer some frighten- 
ing tools for level-lords. I can 
already envision foggy 
mazes. ..stalking along...trying 
to pick out the direction of 
footsteps nearby. 


(a3 


Unlike earlier 
versions, you can now see through the ‘porter. 
The personal ’porter will beam you to a ran= 
dom spawning spot on the map... which 
could be less than two feet from your current 
location. ; 


Now you'll know who you're 

_ gibbing. You can also easily see if they're in 
console mode (blind) or typing a message 
(busy). You may still want to put them on ice, 
but only a chump would do that, right? 


Now you can see where 
damage came from (like in Half-Life). 
Furthermore, a little beep sounds when you 
inflict damage,'so you'll know if you're wast- 
ing ammo or actually,putting the hurt on 
someone. Very handy! 


Total Conversions for Quake and 
Quake II (Team Fortress and Action Quake, 
for example) brought us fancy ideas like 
classes and new devices. Although still in 
deep development, Q3A will allow you to 
choose between three characters: Mr. Light 
& Fast (think Animaniacs), Medium & 


Plasmatic Plasma Sun 


Medium (think unflavored gelatin), or Heavy 
& Stupid... er, I mean Slow (think TF’s 
HWGuy). 


As soon as you pick up armor beefier 
than 100 points it will begin ticking down 
until it stabilizes at 100. This encourages 
aggressive play and keeps people from having 
to damage themselves intentionally in order 
to control the armor. (Hardcore armor denial 
mandates that you continually pick up the 
beefier armor simply because you 
don't want your opponents hav- 
ing them. Until now, that 

meant hurting yourself to 
make.room for the “pickup.”) 


Instead. of floating 
eyeballs (Quake), invisible space marines now 
look more like weird distortions in the.air. 
The good thing is that they can never mask 
their awful odor. What to do against invisible 
foes? Fire wildly like a madman in every 
direction and hope for the best. 


For you, it’s 30 seconds of 
unbridled freedom. For everyone else, it’s 30 
seconds of skeet-shooting. This neat device 
will let you get set up in little out-of-the-way 
nooks and crannies, too, if that’s your thing. 


Get your armor powered up in 
this little chamber. While you're doing that, 
you're probably going to get killed... making 
the armor a moot point. I suppose this might 
be called the idiot station after release. 


is now three times damage 
instead of four times. I guess they’lishave to 
rename it. Don't be fooled, it’s just as lethal 
as before. 


i © Yeah, whatever. So you can heal your- 
self conveniently—but if you think that this 
will postpone the inevitable, dream on. 
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Pca ene Te rene T 
These show the 
impact id's software has had on the popu- 
lace. As you can see, the sequel games 
actually create less turbulence than their 
forebears. The pattern suggests that Q3A 
could appeal to only a small number of the 
most hardcore gamers 


monitor would work. 


Q3A also allows you more options for 
squeezing out every ounce of performance. 
Consider this a good reason to buy a new 
computer, install a dedicated connection to 
your home, and cash in your 401(k)! 


My Machine Is Too Much of 
i for 0382 


In a wonderful show of respect to our 

Macintosh brothers and sisters, Q3A will 

also release for the Mac OS simultaneously 
(which means more victims for everyone!). \ 


My ISP Is a 


Q3A is multiplayer only, though there are 
bots that mimic human foes and have 
adjustable levels of difficulty so you can 
hone your skills. Beyond that, there is no 
“campaign” or overarching plot to the 
game except to get onto the Internet and 
walk the walk, thus the fast connection 
“requirements” to the Internet. 


Items marked with an asterisk were not included in 
the reviewed beta. Information on these items was 
gathered from additional sources (crystal balls, 
telepathy, neighbor's dog, and so on). 
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4 a 
q f | d if | Get inside the Mercadian Masques™ expansion 
and get a head start on the competition with 


the Wizards of the Coast® Players Guide. This 


; - 
] i f ) 4 is ; @) OS “ fs = z indispensable guide to the Mercadian Masques : 
fc gi ” | card set gives you the inside scoop first, straight 

from the source: 


Fully illustrated card and player's guide 
Mercadian Masques mini-graphic novel 
Special foil-stamped card 
Exclusive designer notes from Wizards R&D 
All for just $4.95! 


Ask your retailer to order now! 
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ORGANIZATION 


The Duelist Oracle is divided by color and 
alphabetized within each color. The 
expansion(s) the card has appeared in is 
listed after each card, and a card type and 
expansion key is on the bottom of every 
page. This is the most accurate word- 
ing—more recent than what's on the 
cards themselves. 

Reminder text appears on many cards 
to cover game mechanics specific to that 
card. This glossary covers all the 
reminder text on the cards within the 
Duelist Oracle. Creature abilities covered 
under the basic rules, such as flying or 
trample, are not listed here. 


Buyback x 

If you pay an additional x as you play this 
spell, put it into your hand instead of your 
graveyard as part of the spell’s resolution. 


Buyback—ACTION 

If you do Action as you play this spell, put 
it into your hand instead of your grave- 
yard as part of the spell’s resolution. 
(Some examples of action include “pay X 
life,” “sacrifice a creature,” etc.) 


Cycling x 

You may pay X and discard this card 
from your hand to draw a card. Play this 
ability any time you could play an instant. 


Echo 

At the beginning of your next upkeep 
after this permanent comes under your 
control, sacrifice it unless you pay its 
mana cost. 


Haste 
This creature may attack and ® the turn 
it comes under your control. 


Landwalk 

This creature is unblockable as long as 
defending player controls a LANDTYPE. 
(.anoTyPE is most often one of the basic 
land types.) 


Shadow 
This creature may block or be blocked by 
only creatures with shadow. 


Walls 
Walls cannot attack. 


By now you've heard—Dnuelist will be moving from your mailbox to your computer—and you're 


probably curious about how that affects the Duelist Oracle 


Though the Oracle won't be found on 


www.duelistmagazine.com, each issue of The Official Wizards of the Coast Player's Guide for 


Magic: The Gathering will contain the complete Oracle for Standard tournament play. 


Wei 


twice. Since news of the Classic (Sixth Edition) set started surfacing, 


we've been promising Oracle installments for Extended and Classic tournament play. Because of the 


nature of The Official Wi 


ards of the Coast Player’s Guide, Oracles for the Extended and Classic 


environments just wont fit. Stay tuned to www.duelistmagazine.com for any new information 


about Duelist Oracle online. 


That second apology.. 


advertisements. And a complete Pokémon player’ guide. 


.this is the last Duelist Oracle. In this space next month, you'l see 


Check out The Official Wizards of the Coast Player’s Guide for Mercadian Masques, and I'll 


see you on the other side. 


| ARTIFACTS | 


Aladdin's Ring 8 
Artifact 

8, >: Naddin's Ring deals 4 damage to target creature or 

player. JE-8E 
Altar of Dementia 2 
Artifact 


Sacrifice a creature: Target player puts a number of cards 
equal to the sacrificed creature's power from the top of his or 
her library into his or her graveyard. 

Amber Prison 4 
Artifact 

You may _ fot to untap Amber Prison during your untap 
step. 4, &: Tap target artifact, creature, or land. As long as 
Amber Pion is tapped, that permanent doesn't untap during 
its controller's untap step. MR,SE 
Angel's Trumpet 3 
Antitact 

Attacking doesn’t cause creatures to tap. At the end of each 
player's turn, tap all untapped creatures that player controls 
that attack this turn. Angel's Trumpet deals to the player dam- 
age equal to the number of creatures tapped this way. 

Ankh of Mishra 2 
Artifact 

Whenever a land comes into play, Ankh of Mishra deals 2 
damage to that land's controller. 1E-6E 
Ashnod’s Altar 3 
Artifact 

Sacrifice a creature: Add two colorless mana to your mana 
pool. CH,5E- 
Barrin’s Codex 4 
Artifact 

At the beginning of your upkeep, you may put a page counter 
on Barrin’s Codex. 4 , , Sacrifice Barrin's Codex: Draw X 
cards, where X is the number of page counters on Barrin's 


Codex. US 
Beast of Burden 6 
Artifact Creature sd 
Beast of Burden's power and toughness are each equal to the 
total number of creatures in play. UL 
Booby Trap 6 
Artifact 


As Booby Trap comes into play, name a card other than a 
basic land card and choose an opponent. Reveal all cards the 
chosen player draws as they're drawn. If a card drawn by the 
chosen player is the named card, sacrifice Booby Trap to have 


it deal 10 damage to that player. TE 
Bottle Gnomes 3 
Artifact Creature — Gnome 13 
Sacrifice Bottle Gnomes: You gain 3 life, 

Bottle of Suleiman 4 
Artifact 


1 , Sacrifice Bottle of Suleiman: Flip a coin. If you lose the 


flip, Bottle of Suleiman deals 5 damage to you. If you win the 
flip, put a 5/5 Djinn artifact creature token with flying into 


play. JE-6E 
Bullwhip 4 
Artifact 


2, &: Bullwhip deals 1 damage to target creature. That 
creature attacks this turn if able. 

Cathodion 3 
Artifact Creature 33 
When Cathodion is put into a graveyard from play, add three 
colorless mana to your mana pool. 
Charcoal Diamond 
Artifact 

Charcoal Diamond comes into play tapped. > 
your mana pool. ; 
Chimeric Staff 4 
Artifact 

X: Chimeric Staff becomes an artifact creature with power 
and toughness each equal to X until end of turn, US 
Citanul Flute 5 
Artifact 

X, }: Search your library for a creature card with converted 
mana cost no greater than X. Reveal that card and put it into 


is) 


: Add @ to 


your hand. Then shutfle your library. US 
Claws of Gix 0 
Mtifact 

1, Sacrifice a permanent: You gain 1 life. 

Coat of Arms 5 
Artifact 


Fach creature gets +1/+1 for each other creature in play of 
the same creature type. (For example, if there are three 


Goblins in play, each gets +2/+2) EX 
Coiled Tinviper 3 
Artifact Creature 2 
First strike. TE 
Cold Storage 4 
Artifact 


3 : Remove target creature you control from the game. 
Sacrifice Cold Storage: Return to play all creatures removed 


from the game with Cold Storage. TE 
Copper Gnomes 2 
Artifact Creature Wi 
4, Sacrifice Copper Gnomes: Put an artifact card from your 
hand into play. US 
Crawlspace 3 
Artifact 
No more than two creatures may attack you each combat, UL 
Crystal Chimes 3 
Artifact 

3, ©, Sacrifice Crystal Chimes: Return all enchantment 
cards from your graveyard to your hand. 

Crystal Rod 1 
Antitact 


Whenever a player plays a blue spell, you may pay 1. ay 
do, you gain 1 life. 


—Michael Mikaelian 


Cursed Scroll 1 
Artifact 

3, ©: Name a card, An opponent chooses 2 card at random 
from your hand. If he or she chooses the named card, Cursed 


Scroll deals 2 damage to target creature or player. TE 
Cursed Totem 2 
Artifact 
Players can't play activated abilities of creatures. = MA,GE 
Damping Engine 4 
Artifact 


A player who controls more permanents than any other can’t 
play lands or artifact, creature, or enchantment spells. That 
player may sacrifice a permanent to ignore this effect until 


end of turn. UL 
Dancing Scimitar 4 
Artifact Creature 15 
Flying. AN,3E-6E 
Defense Grid 2 
Artifact 

During each player's turn, spells played by another player cost 
3 more. UL 
Dingus Egg 4 
Artifact 

Whenever a land is put into a graveyard from play, Dingus Egg 
deals 2 damage to that land's controller. 1E-6E 
Disrupting Scepter 3 
Artifact 

3, : Tampet player chooses and discards a card from his 
or her hand, Play this ability only during your tum. © 1E-GE 
Dragon Blood 3 
Artifact 

3, : Put a +1/+1 counter on target creature. 

Dragon Engine 3 
Artifact Creature V3 
2: Dragon Engine gets +1/+0 until end of turn, AG,SE-GE 
Dragon Mask 3 
Artifact 


3, >: Target creature you control gets +2/+2 until end of turn, 
Return that creature to its owner's hand at end of turn. 

Echo Chamber 4 
Artifact 

4, ©: An opponent chooses target creature he or she con- 
trols. Put a token creature into play and treat it as a copy of 
that creature. The token creature has haste. Remove the token 
creature from the game at end of turn. Play this ability only it 
you could play a sorcery. 


Emerald Medallion 2 

Artifact 

Green spells you play cost 1 less to play. TE 

Emmessi Tome 4 

Artifact 

>: Draw two cards, then discard a card from your hand. 

TE 

Endoskeleton 2 

Artifact 
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You may choose not to untap Endeskeleton during your untap 
Step. 2, &: Target creature gets +0/+3 as long as 
Endoskeleton remains tapped. 

Energizer 

Artifact 


Creature 
2, ©: Put a +1/+1 counter on Energizer. 


u 
4 
22 
TE 
Ensnaring Bridge 3 
Artifact 


Artifact 
©: Look at target player's hand. 1E-8E 
Grafted Skullcap 4 


Artifact 

At the beginning of your draw step, draw an additional card, At 
end of turn, discard your hand. us 
> Monolith 2 


ACLE PLAYER’S GUIDE 


and haste into play. Destroy the creature at end of turn. = SH 


Howling Mine 2 
Artifact 

At the beginning of each player's draw step, if Howling Mine is 
untapped, that player draws an additional card. 1E-6E 
Iron Maiden 3 
Antifact 

At the beginning of each of your opponents’ upkeeps, Iron 


Whenever Karn, Silver Golem blocks or becomes blocked, it 
gets -4/+4 until end of turn. a: Target noncreature artifact 
becomes an artifact creature with power and toughness each 
equal to its converted mana cost until end of turn. (That art- 
fact retains its abilities.) US 
Lead Golem 5 
Attifact Creature—Golem 45 
Whenever Lead Golem attacks, it doesn't untap during its con- 


Medicine Bag 3 
Artifact 


1, ©, Discard a card trom your hand: Regenerate target 
creature, EX 
Meekstone 

Artifact 

0 OE A oni Gees eee 
controller's untap step. 


until end of turn. Destroy that creature at end of tum. TE 
Moss Diamond 2 
Artifact 

Moss Diamond comes into play tapped. @: Add ® to your 
mana pool. MASI 
Mox Diamond 0 
Artifact 


As an additional cost to play Mox Diamond discard a land card 


Artifact 
£ 4, ©: Puta creature card from your hand into play. 


aga Grimoire 
4, re’ An opponent chooses one of the top two cards in your 


Creatures with power greater than the number of cards in your pb ped Lon pasa: | “cnet a - Qraveyard, Remove that card from the game and put the other 
hand can't attack. SH four in his or her hand. One into your hand. 2 
al oye Portal 4 Iron Star Fe eta eee @. EX Phyrexian Hulk 
4 Artifact money aot 5 Artifact Creature an 
s ®, ry oan a a > laa Whenever a player plays a red spell, you may pay 1. dy TE 
controller pays 1. do, you gain 1 life, i salle ae os ah ve alist Phyrexian Processor 4 
Essence Bottle ; aie > hand from the game, face down, and draws seven cards. At end Artifact 
Artitact of turn, each player discards his or her hand and returns to his As Phyrexian Processor comes into play, pay any amount of 
3, }: Put an elixir counter on Essence Bottle. @, Remove ihe nee sem. He or her hand each card he or she removed from the game this life. 4, : Put a black Minion creature token that has power 
ee ee le do, you gain 1 life. —GE way. “See Banned & Restricted p. 107 UL and toughness each equal to the amount of lite paid into play. 
elixir counter removed this way. Jade Monolith 4 Metallic Sliver 1 : } US 
Excavator : Antitact Artifact Creature — Sliver 1 Phyrexian Splicer 2 
Antitact 1): The next time a source of your choice would deal damage TE Artifact 
©, Sacrifice a basic land: Target creature gains landwalk in to target creature this turn, that source deals that damage to = Metrognome 4 2, ©: Choose flying, first strike, shadow, or trample. Target 
the type of land sacrificed this way until end of turn. TE you instead. 1E-6E Artifact Creature with that ability loses it until end of turn and another 
Fire Diamond 2 Jalum Tome 3 When a spell or ability an opponent controls causes you to dis- '@rDet creature gains it until end ot tun. TE 
Artifact Artifact card Metrognome, put four 1/1 Gnome artifact creature tokens © Phyrexian Vault 3 
Fire Diamond comes into play tapped. >: Add @ to your 2, ©: Draw a card, then choose and discard a card from into play. 4, G: Put a 1/1 Gnome artifact creature token Artitact 
mana pool, MASE your hand. AQ,CH,SE-GE — into play. US 2, ©, Sacrifice a creature: Draw a card. MR,GE 
Flowstone Sculpture 6 Jayemdae Tome 4 Millstone 2 Pit Trap 2 
Artifact Creature 4/4 Artifact Artifact Artifact 
2, Discard a card from your hand: Put a +1/+1 counteron 4, @; Draw a card. 1E-6E 2, ©: Put the top two cards of target player's library into 2, , Sacrifice Pit Trap: Destroy target attacking creature 
Flowstone Sculpture or Flowstone Sculpture gains flying, first Jet Medallion 2 his or her graveyard. AQ,SE-GE without flying. It can't be regenerated. US 
press ie clea Artifact Mindless Automaton 4 Portcullis 4 
it leaves play.) Black spells you play cast 1 less to play. TE 0/0 Artifact 
Fluctuator in Jhoira’s Toolbox 2 Mindless Automaton comes into play with two +1/-+1 counters Whenever a creature comes into play, if there are two or more 
Artifact Artifact Creature 1/1 Ui 1, Discard a card from your hand: Put a +1/-+1 count- other creatures in play, remove that creature from the game. 
Cycling casts you up to 2 less to play. +See Banned & 2: Regenerate target arttct creature iii, On Mindless Automaton, Remove two +1/+1 counters from When Portal leaves play return to play under their owners’ 
Restricted p. 107 US Jinxed Idol 2 Mindless Automaton: Draw a card. EX control all creatures removed from the game with Portcullis.SH 
Flying Carpet 4 prtitact — Helix 5 a Clay 4 
Artitact beginning Creature bY In 
2, ©: Target creature gains ying until end of tum.AN,3E-GE ppp py leh, apemealnp ier %, ©: Tap X lands. US Primal Clay comes into play as your choice of a 3/3 artifact 
Fool's Tome 4 — Jinved idol, Te Mobile Fort 4 Creature; a 2/2 artifact creature with flying; or a 1/6 Wall arti- 
Artfact Jinxed Ring 2 Mutact Creature hike mae 
2, ©: Draw a card, Play this ability only if you have no Artitact bec el Mal taping ee as 3 
carts in hand. TE Whenever a card is put into your graveyard from play, Jinxed is tur as wera once 
Fountain of Youth 0 iy fa a Stl a each tre. US 2, @: Tap or untap target creature. Te 
Artifact nent gains control of Jinxed Ring. Mogg Cannon 2 Purging Scythe 5 
2, ©: You gain 1 life, OK,CH,SE-6E Karn, Silver Golem = Artifact p 
Glasses of Urza 1) Atifact Creature — Golem Legend 44 el ii tiie an AM the beginning of your upkeep, Purging Scythe deals 2 dam- 


age to the creature with the least toughness. (// two or more 
creatures are ted for least toughness, you choose one.) US 


Quicksilver Amulet 


Ring of Gix 3 
Artifact 
Echo. 1), @: Tap target artifact, creature, or land. 


Sm os ot i i ps a troller's next untap step. MR,SE from your hand. G: Add one mana of any color to your mana = Rod of Ruin 4 
three colorless mana to your mana pool Uteline 5 pol SH tite 
Grindstone Pi Mystic Compass 2 3, ©: Rod of Ruin deals 1 damage to target creature or 
ae ecu paso ©, &: ytd basic land type of your choice unl — Ruby Medal a 
eo: , Teturn that creature to 1: a your edalli 
tailors patente ed hte elo peat is ome coal a nd fn US end of tun Eh Mapa P 
process. TE Lotus Blossom 2 ae ene 4 Red spells you play cost “> less to play, TE 
fi Totem 4 ue oi par aalig Sahiba dain uo eterna i — Medallion 2 
2, ©, Sacrifice Grinning Totem: Search tarpet opponent's 90 Lotus Blossom. <>, Sacrifice Lotus Blossom: Add X mana of power Blue spells you play cast «> less to play. TE 
library for a card and set that card aside, That player then 9 one color to your mana pool, where X isthe number ot the numiber of cards in his or her hand. 5  Scalding Tongs 2 
shuffles his or her library. You may play the card as though it Petal counters on Lotus Blossom. US Null Brooch . titact 
were in your hand. At the beginning of your next upkeep, if you Lotus Petal © Antifact A the bepinning your upkeep, it you have three or fewer cards 
haven't played the card, put it into its owner's graveyard. Artfact 2, ©, Discard your hand: Counter target noncreature spell. in hand, Scaling Tongs deals 1 damage to taret opponent. TE 
MA,GE ©, Sacrifice Lotus Petal: Add one mana of any color to your EX Scrapeap . 
Heartstone 3 chante nptrraats 07 TE pe sey 6 
Atifact agnetic 2 Creature - 4/6 
Iran cso css a cay Tas ert ti 1E-4E SE Pe a a i 
reduce an ability’s generic mana cost to less than. SH I a creature with a magnet counter on it attacks, all creatures Qrnithopter © Scroll Rack 2 
Helm of Possession 4 pclmaptarer citroen hl i rag om Artifact 
Artifact Wessover a crest GE 4p, ©: Choose any number of cards in your hand and set 
You may choose not to untap Helm of Possession during your sTeaures with magnet counters on them block that creluré — Patayia Golem those cards aside. Put an equal number of cards trom the tp 
untap step. 2, @, Sacrifice a creature: You contol tarpet ‘his turn if able. 1), G: Put a magnet counter on target artifact Creature — Golem 2/3 of your library into your hand. Then put the cards set aside this 
creature as long as you contol Helm of Possession and Helm Creature, TE 3: Patagia Golem gains flying unl end of turn.  MF,GE way on top of your library in any order. TE 
Ot Possession remains tapped. Te Mana Prism 3 Patchwork Gnomes 3 Shifting Wall x 
Sepoing ialomstes 3 poy mana yur mana pool a>, hae Nile rar ~ Gnome 2 Atta Creature ~ Wall wo 
Creature a Seesisatedpradeuveran miles ee Shifting Wall comes into play with X +1/+1 counters on it. SH 


©: Hopping Automaton gets -1/-1 and gains flying until 
of turn, U 
Horn of Greed 3 


Antifact 
Whenever a player plays a land, that player draws a card. SH 
Hornet Cannon 4 
Artifact 


3, ©: Put a 1/1 artifact Hornet creature token with flying 


S Manakin 2 


Artifact Creature 
©: Add one colorless mana to your mana pool, TE 
Marble Diamond 2 
Artifact 


Marble Diamond comes into play tapped. @: Add 2% to your 
mana pool. MR,E 


oT] 


White spelis you play cost 1 less to play. TE 


E Skull Catapult 
Pearl Medallion 2 Atifact 
Artifact 


4 


1, ©, Sacrifice a creature: Skull Catapult deals 2 damage to 
target creature or player. JASE-8E 


Pentagram of the Ages @ Sky Diamond 2 

Artifact Artifact 

4, ©: The next time a source of your choice would deal Sky Diamond comes into play tapped. @: Add @ to your 

damage to you this turn, prevent that damage, © 1A,5E-GE mana pool. MAR,BE 
4E-Fourth P1-Portal AN-Arabian Nights DK-The Dark 
5E-Fifth P2-Portal: Second Age AQ—Antiquities FE-Fallen Empires 
6E- CH-Chronicles LE-Legends lA-Ice Age 


Skyshaper 2 bins Gnomes 3 Workhorse 6 Bog Raiders 2@ 
Artifact Artifact Creature 3/3 Antitact Creature 0/0 Creature — Zombie 2/2 
Sacrifice Skyshaper: Creatures you control gain flying until end Echo. Sacrifice Ticking Gnomes; beaamanes coca Workhorse comes into play with four +1/+1 counters on it. Swampwalk. US 
of tum. EX age to tarpet creature or player. Remove a +1/+1 counter from Workhorse: sa. Bog Rats t 
Smokestack # Torture Chamber > mana to your mana pool. Creature — Rat 7 
Artifact Mtifact Worn Powerstone . Bog Rats can't be blocked by Walls. OK,CH,5E-6E 
At the beginning of your upkeep, you may put @ soot counter At the beginning of your upkeep, put a pain counter on Torture Artifact Bog Wraith 3e 
on Smokestack. At the beginning of each player's upkeep, that Chamber. At the end of your turn, Torture Chamber deals dam- Worn Powerstone comes into play tapped. <>: ta ae Creature — Wrath aR 
player sacrifices a permanent for each soot counter on age to you equal to the number of pain counters on it. a, less mana to your mana pool. Swampwalk 1E-BE,P1 
Smokestack. US @, Remove all pain counters trom Torture Chamber: Torture Bone Shredder 2° 
Snake Basket 4 Soe na en ieee a Creature — Minion TT 
Artifact Counters removed Shredder 
%,, Sacrifice Snake Basket: Put X 1/1 green Cobra creature © Transmogrifying Licid 3 Abandon Hope x1e pba Peed ma per eS 
tokens into play. Play tis ability only it you're allowed to play Artfact Creature — Licid Me Bottomless Pit a 
a sorcery. VI,GE —@, &: Transmogrifying Licid loses this ability and becomes As an additional cost to play Abandon Hope, discard X cards Enchantment 
Soul Net 1 papell bpm wity "Your han, Look at target opponent's hand and choose X At the Depinning of each players upkeep, that player dscarts 
Atta + 1+ and is an ariact creature’ Enchant target creature with 6574 trom it. That player discards thase cars. TE a card at random from his or her hand. SH 
Whenever creature is put into a graveyard rom play, you ‘ansmogring ici. You may pay a) to end his elec EX Alryssal Horror 4@@ Bounty Hunter 200 
may pay “>. If you do, you gain 1 life. 1€-8 Umbilicus 4 2/2 Creature — Minion Pr 
Spellbook 0 Anifact Fa hg cme, ©: Put a bounty counter on target nonblack creature, <>: 
Artfact At the beginning of each player's upkeep, that player returns a ts rapsareyy , . . 
You have no maximum hand size limit. EX permanent he or she controls to its owner's hand unless he or res och d or ee — 
Sphere of Resistance 2 Fada yo > Creature - Minion 1/1 Instant 
Artifact itifact ©, &: Tap target creature. Abyssal Hunter deals damage Target creature gets +2/+0 until end of tur, That creature 
Spel cast «ly mare to play. EX Gh ese al aap yo, a at equal to its power to that creature, MA,6E can't be blocked this tur except by artifact creatures and 
Squee’s Toy } much damage minus 1 instead. Abyssal Specter 2@@ black creatures. us 
Artifact Urza's Blueprints pe Creature — Specter 23 Brink of Madness 2e2 
©: Prevent the next 1 damage that would be dealt to target Flying. Whenever Abyssal Specter deals damage to a player, Enchantment 
Creature this turn, TE Mritact ‘ i i : 

Echo. >: Draw a card, UL that player chooses and discards a card from his or her hand. At the beginning your upkeep, if you have no cards in hand, 


= Orb 3 


Pt ct ty am pra be 
untap steps. 

Storm Cauldron . 
Artifact 


Each player may play an additional land during each of 
his or her turns. Whenever a land is tapped for mana, 
return it to its owner's hand. AL,6E 
Sword of the Chosen 2 
Logendary Artifact 
©: Target Legend gets +2/+2 until end of tun. SH 
Teferi’s Puzzle Box 4 
Artifact 


At the beginning of each player's draw step, that player counts 
the cards in his or her hand, puts them on the battom of his or 
her library, and then draws that many cards. VIBE 
Telethopter 4 
Artifact Creature wu 
Tap an untapped creature you control: — 
until end of turn. 
Temporal Aperture . 
Artifact 


5), ®: Shuffle your library and reveal the top card. Until end of 
tum, as long as that card remains on top of your library, you may 
play the card as though it were in your hand without paying its 

mana cost. (If the spell has % in its casting cost, Xis 0) US 


1A,5E-GE 


“Who’Dat?” 


Sques, Goblin Cabin = 


Volrath’s Laboratory 5 
Attifact 


As Volrath's Laboratory comes into play, choose a color and 
Creature type. S, @: Put into play a 2/2 creature token of 


2e¢ 


Memories 
an lemories 


Look at target player's hand and choose two cards from it. Put 
those cards on top of that player's library in any order you 
choose. 


Sacrifice Brink of Madness to have target opponent discard his 
or her hand. UL 
Brush with Death 20 


Sorcery 

Buyback 2 @&@. Target opponent loses 2 life. You gain 
2 lite. 

Cackling Fiend 

Creature — Zombie 

When Cackling Fiend comes into play, each opponent 
discards a card from his or her hand, US 
Cannibalize 1@ 
Sorcery 

Choose two target creatures controlled by one player. You 
remove one of them from the game and put two +1/+1 
Counters on the other one. 

Carnophage 

cman Te n 
At the beginning of your upkeep, tap Carnophage unless you 
pay 1 life. EX 
Carrion Beetles ® 
Creature — Insect Ww 
2 @, ©: Remove up to three target cards in a single 
graveyard trom the game, US 
Carrionette 
Creature — Skeleton 
2 @@: Remove Carrionette and target creature trom the 
game unless that creature's controller pays 2. Play this 


SH 
® 


1® 
Tf 


The Hive 5 the chosen color and type. SH WL,SE ability only if Carrionette is in your graveyard. TE 
Artitact i Ashen Powder 2@0 
5, ©: Puta 1/1 Wasp artifact creature token with flying ae sig ' Sorcery foi al a 
into play. 1E-6E Sein steer hear a hemor atia Put target creature card from one of your opponents’ grave- 2 @, >: Target player discards a card from his or her 
Thopter Squadron 5 Wall of Junk 2 Yaris into play under your contro. MR,GE hand, Play this ability only if you could play a sorcery. EX 
Artfact Creature 0/0 jutitact Creature 7 Befoul 2@@ Clot Sliver 1@ 
Flying. Thopter Squadron comes into play with three +1/+1 Whenever Wall of Junk blocks, return it to its owner's hand at Sorcery Creature — Sliver TT) 
Counters on it. >, Remove a+1/+1 counter from Thopter png of combat, us woe heh sorplummaa con All Slivers have “2: Regenerate this creature,” TE 
Squadron: Pt a 1/1 attact Thopter create token with hing Wind of Denial 2 this way can't be regenerated. S$ Coercion 2e 
ha pay Flay le sai ey you cos playa sony. @, es Bellowing Fiend om Sorcery 
Seon fual om uyisrmaltete x. ©: Look atthe top cad of target player’ library. its a Creature ~ Spit 33 ut ne perso cose cf Tha 
bes Sorcery. EX "ponland card, you may pay 2 lite. M you do pt it into that ‘Flying. Whenever Blowing Fiend deals damage toa creature, player discards that VILTE,6E,P2 
Thran Lens 2 player's graveyard. VI,6E Bellowing Fiend deals 3 damage to that creature's controller Patfin ie 2° 
= — y, Watchdog g and 3 damage to you TE Creature - Wizard " 
Linapoele Artifact Creature 1 Bereavement 1 © You may choose not to untap Coffin Queen during your untap 
Thran Turbine T Watchdog blocks if able, Whenever a creature attacks you, it Enchantment step. 2, @: Put target creature cad trom a graveyard 
Artfact Watchdog is untapped, that creature gets -1/-0 until end of turn, Whenever a green creature is put into a graveyard from play, into play under your control, Remove that creature from the 
AN the beginning of your upkeep, you may add up to two colorless TE its controller discards a card trom his or her hand. US — game when Coffin Queen becomes untapped or you don't 
mara your mana pool. This mana ca be spent pay sels: US Wee! of Torture 3 Blight ©@@ contol Coffin Queen Te 
Thran War Machine + Witact Enchant Land Commander Greven it-Vec 3000 
Atitact Creature 475 At the beginning of each ot your opponents’ upkeeps, Wheel of When enchanted land is tapped, destroy it LE,SE~GE Creature — Legend 1 
fet. Thran War Machine attacks each wn i abe, UL rar deals 1 damage to that player foreach card fewer than Blighted Shaman 1¥@ When Commander Greven i-Vec comes into play, sacrifice a 
Thran Weaponry @ three in his or her hand. UL Creature — Wizard 1/1 Creature, Greven can't be blocked except by artifact creatures 
Artifact Whetstone 3 ©, Sacttice a swamp: Target creature gets +1/-+1 until end and black creature. TE 
Echo. You may choose not to untap Thran Weaponry during of tum. G, Sacrifice a creature: Target creature gets +2/+2 Contamination 2@ 
your untap phase, 2, @: All creatures get +2/+2 as long 3 a ah until end of turn. MASE Enchantment 
as Thran Weaponry remains tapped. UL {nto his or her graveyard. S Blood Pet @ It a land is tapped for mana, it produces @ instead of its 
Throne of Bone DP Wirecat : Creature - Thrull 1/1 normal type and amount. At the beginning of your upkeep, 
Artifact Artitact Creature 4/3 Sacrifice Blood Pet: Add @& to your mana pool. TE,6E sacrifice Contamination unless you sacrifice a creature. 
Whenever a player plays a black spel, you may pay you Wirecat can't attack or block if an enchantment isin lay. US Blood Vassal 2° US 
do, you gain 1 lite TEE Wooden Sphere 1 . 22 Corpse Dance 2@ 
a gis ga 2 Sacrifice Blood Vassal: Add 4 to your mana pool, US oli Sent Salen 
all tt : your graveyard 
Ate bingo our uplep you hare te or mor cans for pan aie Ye —,. ¥ © it ply Tat creature gas hast. Remo the crete from 
in hand, Thumbscrews deals 1 damage to target opponent. TE Flying, DK,4E-6E,P1 the game at end of turn. TE 
HL-Homelands VI-Visions SH-Stronghold UL-Urza’s Legacy Black-Common \ 
AL-Alliances WL-Weatherlight EX-Exodus Silver-Bnedmmon oF 
MR-Mirage TE-Tempest US-Urza’s Saga 


Gold—Rare 4 


Corrupt 5@ 
Sorcery 

ov eafepalaeesprenyPadbe rhpsathe i nee 
number of swamps you control. You gain lite equal to the damage 
dealt this way. US 
Corrupting Licid 2@ 
Creature ~ Licid 22 


©, ©: Corrupting Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature can't be 


blocked except by artifact creatures and black creatures.” 

Enchant target creature with Corrupting Licid. You may pay 

© 10 end this effect. SH 
Crazed Skirge 3@ 
Creature — imp 2/2 
Flying; haste. US 
Crovax the Cursed 2@2 
Creature — Vampire Legend wo 
Grovax the Cursed comes into play with four +1/+1 counters 
On it. At the beginning of your upkeep, you may sacrifice a 


Creature. If you do, put a +1/+1 counter on Crovax. If you 
don't, remove a +1/+1 counter from Crovax. @: Crovax gains 
flying until end of turn, SH 


CLE PLAYER'S GUIDE 


Death Stroke Cx J 
Sorcery 

Destroy target tapped creature. SH 
Death's Duet 2@ 
Sorcery 

Return two target creature cards trom your graveyard to your 
hand. EX 
Derelor 3@ 
Creature — 4/4 
Your black spells cast 4 more to play. FE,SE-BE 
Despondency 1@ 
Enchant Creature 


Enchanted creature gets -2/-0. When Despondency is put into a 
cotraiemal ati sheen 7 


Diabolic Edict 1@ 
Instant 

Tampet player sacrifices a creature, TE 
Diabolic Servitude 3@ 
Enchantment 

When Diabolic Servitude comes into play, return target creature 


card from your graveyard to play. When the returned creature 


a ® is put into a graveyard, remove that creature from the game 
Asan ado caso la Calin the Wek, saci 2 Dahle Serine ens ly, env Be ned ene 
Creature, Add @ @ @ @ to your mana pool, EX from the game. US 
Cursed Flesh ® Discordant Dirge 3@® 
nt ce ca at way ppyare 
AM the beginning of your upkeep, you may put a verse counter 
artifact creatures and black creatures. EX on Discordant Dirge. @, Sacrifice Discordant Dirge: Look at 
Dark Banishing 2@ _tamet opponent's hand and choose up to X cards from it, 
Instant pepe tel i 
Destroy target nonblack creature. it can't be regenerated. TE That player discards thase cards. 
cork eae 4@@ Disturbed Burial 
— Horror 3/3 Sorcery 
a Buyback 3. 9 ep eae omhamaa 
nonblack creature. It can't be regenerated. US to your hand. 
Dark Ritual @ Doomsday an 
Instant Sorcery 
Add & @@ to your mana pool. TE Search your library and graveyard for any five cards of your 
Darkest Hour © choice and remove the rest from the game. Put the chosen 
Enchantment ards on top of your library in any order you choose. You lose 
Ail creatures are black. Us half your life, rounded up. WL SE 
Darkling Stalker 3@ aoe 6 ee ® 
Paral oh tm aye White creatures get -1/-1 TE,6E 
+1/+1 until end of turn, e Sees x4@ 
a °° Sieintnn tien 1 
Shadow. 1) @, @: Destroy target creature with shadow. EX a se 
- 1 
cornet gpa eos ®: Regenerate Drudge Skeletons. 1E-6E 
©@: Tarpet creature gains shadow until end of wm. TE Dry Spell 1@ 
Dauthi Ghoul pe Sorcery 
Creature - Zombie 1/1 Dry Spell deals 1 damage to each creature and each player. 
Shadow. Whenever a creature with shadow is put into a grave- HL,6E,P1 
yard from play, put a +1/+1 counter on Dauthi Ghoul. TE cart pga 3@ 
- WW 
faerie on Flying. @: Dungeon Shade gets +1/+1 until end of tum. SH 
Shadow. Dauthi Horror can't be blocked by white creatures. TE Duress ® 
Dauthi Jackal 2@ Sorcery 
Creature — Hound 2/1 Look at target opponent's hand and choose @ noncreature, non- 
Shadow, @@, Sacrifice Dauthi Jackal: Destroy target block- ‘and card from it That player discards that card. US 
ing creature. EX fel Aor sae 
Dauthi Marauder 7 
Creature — Minion om ©, >: Destroy target green creature, US 
Shadow. TE a x® 
a any 4 Endless Scream comes into play with X scream counters on it. 


Shadow. 2 @: Dauthi Mercenary gets +1/+0 until end of 
um. TE 


Dauthi Mindripper 3@ 
Creature - Minion 2 
Shadow. When Dauthi Mindripper attacks and isn't blocked, you 
may sacrifice it It you do, defending player discards three 
carts from his or her hand. TE 
Dauthi Slayer ?? 
Creature — Soldier 22 
Shadow. Dauthi Slayer attacks if able, TE 
Dauthi Trapper 2@ 
Creature — Minion " 
©: Target creature gains shadow until end of tum. SH 
Dauthi Warlord 1®@ 
Creature — Soldier “" 
Shadow. Dauthi Warlord’s power is equal to the number of 
creatures with shadow in play. eX 
Death Pits of Rath 3@@ 
Enchantment 


mae ne ee 
Tegenerated. 


Enchanted creature gets +X/+0, where X is the number of 


scream counters on Endless Scream. TE 


Enfeeblement oP 
Enchant Creature 

Enchanted creature gets -2/-2. MR,TE,6E 
Engineered Plague 2@ 
As Engineered Plague comes into play, choose a creature type. 
Ni creatures of the chosen type get -1/-1. UL 
Entropic Specter 3@® 
Creature — Spirit a i 
Flying. As Entropic Specter comes into play, choose an oppo- 


nent. Entropic Specter's power and toughness are each equal 
to the number of cards in chosen player's hand. Whenever 


— 2e@ 
Buyback 3. Evincar’s Justice deals 2 damage to each crea- 
ture and each player. TE 
Eviscerator 3@®@ 
Creature — Horror 55 
Protection from white. When Eviscerator comes into play, you 
lose 5 life, UL 


Exhume 
Sorcery 
- Yesolgede ese tee lr debead om gyi ~~~ 


— 
Cycling 2. Destroy target nonartifact, nonblack creature. It 


2@ 


can't be regenerated. US 
Extinction 4@ 
Sorcery 

Destroy all creatures of the type of your choice. Te 
Fallen Angel 3@° 
Creature — Angel 33 
Flying. Sacrifice a creature: Fallen Angel gets +2/+1 until end 
of turn. LE,CH,SE,6E 
Fatal Blow cz 
Instant 

Destroy target creature that was dealt damage this turn. It 
Can't be regenerated. WL6GE 
Fear ee 
Enchant Creature 


Enchanted creature can't be blocked except by artifact crea- 


tures and black creatures. 1A1E-6E 
Feast of the Unicorn 3@ 
Enchant Creature 
Enchanted creature gets +4/+0. HL6E 
Feral Shadow 20 
Creature — Night Stalker 2 
Fiying. MR.6E,P1 
Fevered Convulsions ee 
Enchantment 
2 @@: Put a -1/-1 counter on target creature. TE 
Flesh Reaver 1@ 
Creature — Horror 4l4 
Whenever Flesh Reaver deals damage to a creature or oppo- 
nent, Flesh Reaver deals that much damage to you. US 
Fog of Gnats ee 
Creature — Insect 1 
Flying. @: Regenerate Fog of Gnats. UL 
Forbidden Crypt 3@@ 
Enchantment 


Whenever you would draw a card, return target card from your 
graveyard to your hand instead. If you can't, you lose the 


game. Whenever a card would be put into your graveyard, 
remove that card from the game instead. MR,BE 
Foul Imp 2? 
Creature — Imp 

Flying. When Foul Imp comes into play, you lose 2 life. SH 
Fugue 3@@ 
Sorcery 

Target player discards three cards from his or her hand. EX 
Giant Cockroach 3@ 
Creature — Insect = 
Grave Pact 1@e@ 
Enchantment 

Whenever a creature you control is put into a graveyard from 
play, each other player sacrifices a creature. SH 
Gravebane Zombie 3@ 
Creature — Zombie 


When Gravebane Zombie would be put into a graveyard from 
play, put Gravebane Zombie on top of its owner's library 

instead. MR,SE 
Gravedigger 3@ 
Creature — Zombie 22 
When Gravedigger comes into play, you may return target crea 


‘ture card from your graveyard to your hand. TEGE,! 
Greed 3@ 
Enchantment 

®, Pay 2 life: Draw a card. LEAE6E 
Grollub 2@ 
Creature — Beast 33 


Whenever Grollub is dealt damage, each opponent gains that 
much life, EX 


3/2 Lurking Skirge 
Enchantment 


you don't, sacrifice Hecatomb. Tap an untapped swamp you control: 
Hecatomb deals 1 damage to target creature or player. A,SE—-GE 
Hidden Horror 1e® 
Creature — Horror 4/4 
When Hidden Horror comes into play, sacrifice it unless you 
discard a creature card from your hand. WL,6E,P2 
Hollow Dogs 4®@ 
Creature — Hound 33 
ig lalate aman 
US 


How! from Beyond x® 
= creature gets +1/+0 until end of tun. 1A, 1E-BE 
lll-Gotten Gains 20@@ 


Remove Ill-Gotten Gains from the game. Each player discards 
his or her hand, then returns up to three cards from his or her 
graveyard to his or her hand. 


Imps’ Taunt 1® 
Instant 

Buyback 3. Target creature attacks this turn if able. TE 
Infernal Contract att 


Sarcery 

Draw four cards. You lose half your life, rounded up. MA,6E 
Keeper of the Dead ee 
Creature — Wizard 12 
©. }: Destroy tarpet nonblack creature. Play this ability only 
if that creature's controller has at least two fewer creature 
cards in his or her graveyard than you have in yours. EX 
Kezzerdrix 2e@ 
Creature — Beast 4/4 
First strike. At the beginning of your upkeep, if your opponents 
Control no creatures, Kezzerdrix deals 4 damage to you. TE 


Kjeldoran Dead e 
Creature — Skeleton w 
When Kjeldoran Dead comes into play, sacrifice a creature, 

®: Regenerate Kjeldoran Dead. 1A,5E-6E 
Knight of Dusk 1e@ 
Creature — Knight 22 
© @: Destroy target creature blocking Knight of Dusk. TE 
Lab Rats ? 


Sorcery 

Buyback 4 Put a 1/1 black Rat creature token into play. SH 
Leeching Licid 1@ 
Creature — Licid 


iW 
©, S: Leeching Licid loses this ability and becomes an 
enchant creature that reads “At the beginning of the upkeep of 
enchanted creature's controller, Leeching Licid deals 1 damage 
to that player” Enchant target creature with Leeching Licid. You 
may pay @ to end this effect. TE 


Leshrac’s Rite e 
Enchant Creature 

Enchanted creature gains swampwalk. 1A,5E-GE 
Living Death 3e@ 


Set aside all creature cards in all graveyards. Then put each 


2/2 creature that's in play into its owner's graveyard, Then put 


each creature card set aside this way into play under its 
Owner's control, 


ry Shade 2° 

— Shade Wi 
op le ON US 
Lost Soul 1e@ 
Creature - Minion a 
Swampwalk. LE4E-6E 
Lurking Evil eee 


Pay half your life, rounded up: Lurking Evil becomes a 4/4 
Horror creature with flying. US 
1@ 


When a creature is put into an opponent's graveyard, if Lurking 
Skirge is an enchantment, Lurking Skirge becomes a 3/2 Imp 
creature with flying. UL 
Maddening Imp 2@ 
Creature — Imp Ww 
Flying. <>: Non-Wall creatures target opponent controls attack 
this turn if able. At end of turn, destroy each of those crea- 
tures that didn’t attack. Play this ability only during an oppo- 
nents turn and only before combat. TE 
Mana Leech 
Creature — Worm 
You may choose not to untap Mana Leech during your untap 
Step. : Tap target land. It doesn't untap during its con- 
troller’s untap step as long as Mana Leech remains tapped. US 


2@ 
Ww 


Epc Specter das tamapes toa player, hat pier a- Hatred vane Mash tater 4 
cards a card from his or her hand. EX 4s an addtional costo pay Hate, pay any amount of il. Sari a swamp: Marsh Lurer can't be blocked this tun 
Evil Eye of Orms-by-Gore 4 ©  Tanet creature gets +X/+0 until end of turn, where X is the except by artifact creatures and black creatures. TE 
Creature — Horror 3/6 amount of lite paid this way. —X Megrim 2° 
Evil Eye of Orms-by-Gore can't be blocked except by Walls 260 Gane 


Se ADA Dae e ee ene 
LE,5E-6E 


Hecatomb 
Enchantment 
When Hecatomb comes into play, you may sacrifice four creatures. It 


Cele ced Meme te ees 
age to him or her. 


4E-Fourth P1—Portal AN-Arabian Nights OK-The Dark 
5SE-Fifth P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 
6E- CH-Chronicles LE-Legends \A-Ice Age 


Mind Maggots 3 @ i the bepinning of the upkeep of enchanted creature's con- <>: Target blocking creature gets -1/-1 until end of tu. SH 
Creature — Insect 2/2 ‘Wwoller, Parasitic Bond deals 2 damage to that player. © US Rag Man 22° 
When Mind Maggots comes into play, discard any number of Perish 2@ Creature — Rag Man a 
Creature cards from your hand. For each card discarded this Sorcery SP, S: Look at target opponent's hand. That player 
way, put two +1/+1 counters on Mind Maggots. EX Destroy all green creatures. They can't be regenerated. TE,GE discards 4 creature card at random from it Play this ability 
Mind Peel ? pala a 2@@ only during your tun, DK,4E-6E 
Sorcery Sorcery Rain of Filth t 
Rasch © ©. Tee pap deca cart tom is Choose a color, then look at target player's hand. That player Instant 
SH  discants all cards of the chosen color from his or her hand.U'S Until end of tur, lands you contol gain “Sacrifice this land: 

Mind Warp *3@ Pestilence 2@@ Add @ to your mana pool” US 
Sorcery Enchantment Rain Of Tears 1@@ 
Look at target player's hand and choose X cards from it That At end of turn, if there are no creatures in play, sacrifice Sorcery 
player discards them. 1A,SE—BE Pestilence, 4: Pestilence deals 1 damage to each creature Destroy target land. TEP 
Mindwarper 2@e and cach player US Raise Dead ® 
Creature — Spirit 0/0 Phyrexian Broodlings 1@® Sorery 
Mindwarper comes into play with three +1/+1 counters on it Creature — Minion 2/2 Return tarpet creature card from your graveyard to your hand. 
dor eae Svat ee ices 1), Sacrifice a creature: Put a +1/+1 counter on Phyrexian 1E-GE,P1 

discards a or Broodlings. UL Rank and File 200 
only if you could play a sorcery. SH Phyrexian Debaser 3 @ Creature - Zombie 33 
Mindwhip Sliver 2@ Creature - Carrier 22 pret oped Lara 
Creature — Sliver 2/2 Flying. <>, Sacrifice Phyrexian Debaser: Target creature gets -1/-1 until end of turn, 
All Stivers have “2, Sacrifice this creature: Target player dis- -2/-2 until end of UL Rats of Rath 4 
prop dil lng Phyrexian Defiler 2@@ Creature - Rat 2 

he. a seney. Creature — Carrier 3/3 @: Destroy target artifact, creature, or land you control. TE 
Minion ofthe Wastes S@@@ 6, Sectica Praia Dtler: Taet naan psa = 
Creates - “fe 


Trample. As Minion of the Wastes comes into play, pay any 
amount of life, Minion of the Wastes’ power and toughness are 


each equal to the life paid this way. TE 
Mischievous Poltergeist 2@ 
Creature — Ghost WW 
Flying oe re 
Seer toe ee 


Sats tape Ta Pot pr 
into your graveyard. 


pana! yr 
Ch tn 
that creature on top of your library. 

Nausea oe 


Sorcery 
All creatures get -1/-1 until end of turn, 


EX 
Necrologia 3e® 
Instant 
Play Necrologia only during your end of turn phase. As an 
additional cost to play Necrologia, pay any amount of lie. Draw 
X cards, where is the amount of life paid this way. EX 
Necrosavant 3eee 
Creature — Necrosavant 55 


3 @@, Sacrifice a creature: Return Necrosavant from your 


Qraveyart to play. Play this ability only during your upkeep. VI,SE turn, 


Nightmare 5@ 
Creature — Nightmare i 
Flying. Nightmare's power and toughness are each equal to the 
number of swamps you control. 1E-6E 
No M 22° 
tants” 

Whenever a creature deals damage to you, destroy it. UL 
No Rest for the Wicked 1®@ 
Enchantment 

Sacrifice No Rest for the Wicked: Return to your hand all crea- 


ture cards put into your graveyard from play since the bepin- 


fing of the turn, US 
Oath of Ghouls 1@ 
Enchantment 

At the beginning of each player's upkeep, if there are more 
creature cards in that player's graveyard than in an opponent's 
Oraveyard, the player may return target creature card from his 
Or her graveyard to his or her hand. EX 
je inca 1e@ 


Were 9 a et 


from his or her Us 
Selec of Torrone 222 
Creature — Knight 22 


Onder of Yawpmoth can't be blocked except by artifact crea- 
tures and black creatures. Whenever Onder of Yawgmoth deals 
ha sah that player discards a card from his or her 


US 
Ostracize t 
Sorcery 
Look at target opponent's hand and choose a creature card 
from it. That player discards that card. UL 
Painful Memories 1@ 
Sorcery 
Look at target opponent's hand and choose a card from it. Put 
that card on top of that player's library. MABE 
Parasitic Bond 3@ 
Enchant Creature 
HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


1@ 
Creature — Carrier Ww 
©, Sacrifice Phyrexian Denouncer: Target creature gets -1/-1 Ravenous Skirge 22 
until end of turn, UL Creature — imp iV 
Phyrexian Ghoul 2@ Flying. Whenever Ravenous Skirge attacks, it gets +2/+0 until 
Creature — Zombie 2/2 end of turn. US 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 until end of Razortooth Rats 2° 
US att a 
Phyrexian Plaguelord 3@ Razortooth Rats can't be blocked except by artifact creatures 
Creature — Carrier Pr} and black creatures. WLGE 
©, Sacrifice Phyrexian Plaguelord: Target creature gets -4/-4 Reanimate ca 


until end of turn. Sacrifice a creature: Target creature gets Sorcery 


“10-1 until end of turn, UL Put target creature card from a graveyard into play under 
iivasten Reciomation @ your control. You lose life equal to its converted mana * 
1@ 19.F 2d: ki pou cat pe nesiane See 1e@ 
yard to your hand, 
pea ; Sey bo hp it ni TE 
— imp Reclusive Wight 3@ 
raph + Pit Imp gets +1/+0 until end of turn, No more Creature — Minion 4/4 
than @ @ may be spent this way each turn. TE At the beginning of your upkeep, if you contro! another nonland 
Pit Spawn 4@2~z permanent, sacrifice Reclusive Wight. us 
Creature ~ Beast 6/4 Recurring Nightmare 2° 
First strike, At the beginning of your upkeep, sacrifice Pit Enchantment 
Spawn unless you pay 4 @. Whenever Pit Spawn deals dam- Sacrifice a creature, Return Recurring Nightmare to its owner's 
age to a creature, remove that creature from the game. EX hand: Return target creature card from your graveyard to play. 
Plague Beetle @ Play this ability only if you could play a sorcery. *See Banned 
Creature — Insect 1/1 & Restricted, p. 107 EX 
Swampwali. UL Reprocess 222 
1@ Sorery 
Creature — Zombie 1/1 Sacrifice any number of artifacts, creatures, and/or lands and 
% X @: Destroy target nonblack creature with converted draw a card for each permanent sacrificed this way. US 
mana cost equal to %. EX Revenant 4@ 
Planar Void © Creature - Spirit “fe 
Enchantment Flying. Revenant's power and toughness are each equal to the 
jo ala all ie aha | umber of creature cards in your graveyard. SH 
US Sadistic Glee ® 
Prlest of Gx 2@ Enchant Creature 
Creature — Minion 2/1 Whenever a creature is put into a graveyard from play, put a 
pprp eo pelaelandl gles | +1/+1 counter on enchanted creature. TE 
hand, add & & @ to your mana pool, S Sanguine Guard 1@® 
Python baie Creature — Knight 22 
Creature — Snake 3/2 First strike. 1 @: Regenerate Sanguine Guard. US 
VI6E,P1 Sarcomancy ? 
Rabid Rats 1@ Enchantment 
Creature — Rat 1/1 When Sarcomancy comes into play, put a 2/2 black Zombie 
SH-Stronghold UL-Urza's Legacy Black-Common 
EX-Exodus Sitver—Uncammon 
US-Urza's Saga Gold—Rare 


. 


creature token into play. At the beginning of your upkeep, if 
there are no Zombies in play, Sarcomancy deals 1 damage 


to you. TE 
Scare Tactics t 
Instant 
Creatures you control get +1/+0 until end of turn. EX 
Scathe Zombies 2@ 
Creature — Zombie 22 
1E-6E 
Screeching Harpy 2@@ 
Creature — Beast 2/2 
Flying. 1 @: Regenerate Screeching Harpy. TE 
Sengir Autocrat 3@ 
Creature — Minion 212 


When Senpir Autocrat comes into play, put three 0/1 black Serf 
creature tokens into play. When Sengir Autocrat leaves play, 


remove all Serf tokens from play. HL,SE-6E 
Serpent Warrior 2@ 
Creature — Soldier 33 
When Serpent Warrior comes into play, you lose 3 life. 

SH,P1 
Servant of Volrath 2@ 
Creature — Minion 38 


When Servant of Volrath leaves play, sacrifice a creature. TE 


Sick and Tired 2@ 
Instant 


Two target creatures each get -1/-1 until end of turn, UL 

Sicken ® 

Enchant Creature 

Cycling 2. Enchanted creature gets -1/-1, US 

Skeleton Scavengers 2@ 
Creature — Skeleton 0/0 


Skeleton Scavengers comes into play with one +1/+1 
Counter on it. Pay % for each +1/+1 counter on Skeleton 
Scavengers: The next time Skeleton Scavengers would be 
destroyed this turn, regenerate it and put a +1/+1 counter 
On it instead. SH 
Skirge Familiar 4@ 
Creature — Imp 
Flying. Discard a card from your hand: Add 4 to your mana 

IL. 


poo US 
Skittering Skirge 

Creature — Imp 

i When you play a creature spell, sacrifice Skittering 


Skinge. US 
sy Vampire 3@2 
— Vampire 38 
a Discard a creature card from your hand: Skyshroud 
1 Vampire gets +2/+2 until end of turn. TE 
— 2@@ 
i 4 lite, Destroy target nonblack creature. It can't 
be regenerated. EX 
Sleeper Agent ® 
Creature — Minion 33 
When Sleeper Agent comes into play, target opponent gains 


Control of it At the beginning of your upkeep, Sleeper Agent 


deals 2 damage to you. US 


Sleeper’s Guile 2@ 
Enchant Creature 
Enchanted creature can't be blocked except by artifact crea- 


tures and black creatures, When Sleeper's Guile is put into 
a graveyard from play, return Sleeper's Guile to its owner's 


hand. UL 
Souldrinker 3@ 
Creature — Spirit 22 
Pay 3 life: Put a +1/+1 counter on Souldrinker, TE 
Spike Cannibal 


1@@ 
Creature — Spike 0/0 
Spike Cannibal comes into play with one +1/+1 counter on it 
When Spike Cannibal comes into play, move all +1/+1 coun- 
ters from all creatures onto it. EX 
Spinal Graft 1@ 
Enchant Creature 
Enchanted creature gets +3/+3. When enchanted creature 
becomes the target of a spell or ability, destroy enchanted 
creature, It can't be regenerated. TE 
Spined Fluke 2@ 
Creature — Horror 5/1 
When Spined Fluke comes into play, sacrifice a creature. @: 
Regenerate Spined Fluke. US 


Strands of Night 2e2 
Enchantment 

@@. Pay 2 life, Sacrifice a swamp: Return target creature 
card from your graveyard to play. WL,6E 
Stromgald Cabal 1e@ 
Creature — Knight 22 
, Pay 1 life: Counter target white spell. 1A,5E-6E 
Stronghold Assassin 1e® 


Creature — Assassin 
>, Sacrifice a creature: Destroy target nonblack creature. SH 


CLE PLAYER’S GUIDE 


Stronghold Taskmaster 2@@ _ hand: Target player puts a card from his or her hand on top ot 
= Minion 4/3 bis or her library. Play this ability only if you could play a sor- 
Ail other black creatures get -1/-1 SH cery. EX 
Stupor 2@ Wall of Souls 1@ 
Sorcery Creature — Wall 04 
Target opponent discards a card at random from his or her Whenever Wall of Souls is dealt combat damage, it deals that 
hand, then discards a card from his or her hand. © MA,GE much damage to target opponent. SH 
Subversion 3@@ Western Paladin 208 
Enchantment Creature — Knight 33 
At the beginning of your upkeep, each opponent loses 1 life. <q, G: Destroy target white creature. US 
You gain if equal tothe lite lost this way. UL Witch Engine 5¢ 
—_ D@S Creature — Horror 44 
Swampwalk. ©: Add @S SS to 
Cycling 2 Destroy target creature with power 2 or less. UL urn ohn papa os pe 
Psorgn. 2° Yawgmath's Edict 1@ 
seep elk each other player. You gain life 
Sate" e Scere, 
er 200 
aaa See 2@ 
Whenever a creature comes into play, its controller sacrifices a Until end of turn, you may play card in your graveyard as 


— - though they were in your hand, Whenever a cart is pu int 

lastest your graveyard this turn, remove that card from the game, US 

Destroy target nonrttac,nonblack creature. icant be -«20Mbie Master ree 
Ee ites pit “@: Reps ons eam 

a = valk : 1E-8E 

Flying, Whenever Tethered Skirge becomes the target ot a spel PILE 

or ability, you lose 1 DLU| 

So S@ a4. 

Creature ~ Thull in Abeuct “ 


1 @, Sacrifice Thrull Surgeon: Look at target player's hand 
and choose a card from it That player discards that card. Play 


this ability only if you could play a sorcery. EX 
Torment 1@ 
Enchant Creature 

Enchanted creature gets -3/-0. SH 
Tortured Existence ® 
Enchantment 

@, Discard a creature card from your hand: Return target 
creature card from your graveyard to your hand. SH 
Treacherous Link 1@ 
Enchant Creature 

Ms damees Oat wel be Ge echelon ee, 
to its controller instead. 

Unearth 3 
Sorcery 

Cycling 2. Return tarpet creature card with converted mana 
cost 3 or less from your graveyard to play. UL 
Unnerve 3@ 


Sorcery 
Each opponent discards two cards from his or her hand. US 


Unworthy Dead 1@ 
Creature — Skeleton WW 
©: Regenerate Unworthy Dead. US 
ane Hounds 2@ 
Creature - 22 


Bath heat bel bin ger ion semen 


+2/+2 until end of turn. 
Vampiric Embrace 2e@ 
Enchant Creature 
Enchanted creature gets +2/+2 and has flying. Whenever a 
Creature dealt damage by enchanted creature this turn is 
cll a llr 
US 
Vamp Tt ? 
Seely yoo er hn det Sori) ol put 
that card on top of it. You lose 2 life, VISE 
Vebulid e 
Creature — Horror 0 


Vebulid comes into play with a +1/+1 counter on it At the 
beginning of your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at end of 
combat. US 
Victimize 
Sorcery 

As an additional cost to play Victmize, sacrifice a creature. Put 


two chosen creature cards from your graveyard into play 
tapped. US 
Vile Requiem 2e@ 
Enchantment 


At the beginning of your upkeep, you may put a verse counter 


When Abduction comes into play, untap enchanted creature. 
You control enchanted creature. When enchanted creature is 


—_ unci gb Beebles ” 
Sen anaes Wn 
controls an artifact. 


Browse oi 

Enchantment 

2 © @: Look at the top five cards of your library and put 

one of them into your hand. Remove the rest from the game. 
ALE 

Capsize lee 


Instant 
Buyback S-. Return target permanent to its owner's hand. TE 


Catalog 26 
Instant 
Draw two cards, then discard a card from your hand. US 
Chill 16 
Enchantment 
Red spells cost 2 more to play. TE,6E 
Cloak of Mists 16 
Enchant Creature 
Enchanted creature is unblockable. US 
Cloud of Faeries le 
Creature — Faerie Ww 
Cycling 2. Flying. When Cloud of Faeries comes into play, if 
you played it from your hand, untap up to two lands. = UL 
Cloud Spirit 26 
Creature — Spirit a 
Flying. Cloud Spirit may block only creatures with flying. SH,P1 
Confiscate 4ee 
Permanent 
Wee ee epee US 
mp 16 
Encant Grate 


ag arp ya pee pices 
to their owners’ hands at end of combat 


See 


Instead of paying the mana cost for a nonartitact spell, its con- 
IL troller may discard a card that shares a color with that spell. 
(if the spell has % in its mana cost, X is 0.) *See Banned & 
ray 107 SH 


rowler 206 
Creature — asin M5 
Dream Prowler is unblockable 2s long as it's attacking alone, SH 
Drifting Djinn 466 
Creature — Djinn 5 


Move target enchantment from one creature to another or 

from one land to another. (The new target must be legal.) 
LE.CH,US 

Energy Field ae 


Enchantment 
Prevent all damage that would be dealt to you from sources 


you don't control. When a card is put into your graveyard, sac- 
rifice Energy Field. US 
Ephemeron 466 
Creature — Illusion 44 


2) ea 


put into a graveyard, return that creature to pay under ts GOA’ Merfolk toes . 
3 Equilibrium ee 
owner's contr wise "uate Meri a lachninent 
Academy Researchers 2®® Counter 4 q Whenever you play a creature spell, you may pay P to return 
Creature — Wizard 22 instant tarpet creature to its owner's hand. EX 
When Academy Researchers comes into play, you may put 20 Counter target spell. IATE,|£-45,5E-6E Ertai, Wizard Adept 26 
enchant creature car from your hand into play enchanting §—-unning oe — Ward Legend " 
Academy Researchers. US Gachest Crsbee 2 &, ©: Counter target spell EX 
Ather Tide X @ Enchanted creature gets +3/+3. When enchanted creature leddling xe 
Sorcery attacks or blocks, sacrifice Cunning at end of turn. EX Instant 
As an additional cost to play Ather Tide, discard X create = Curfew g  X can't be 0. Ht tarpet spell would resolve, put X delay counters 
cards from your hand. Return X target creatures to their own- Instat on it and remove it from the game instead. At the beginning of 
ers’ hands. EX Each player returns a creature he or she controls to its the upkeep ofthe removed spells controler, remove 2 delay 
Air Elemental 366 he Ss oar ee ree 
Creature — Elemental 4/4 Curiosity OY Bad Chbnad 
Flying. 1€-6E,P2 inant Creue Loco ohapesh eee 
Ancestral Memories 2066 tr As long as an opponent controls a creature with flying, other 
Sorcery Daring Ap prentic: | ee than an Escaped , Escaped has fying 
Look at the top seven cards of your library and put two of them Creare - ' i The same is true for first strike, trample, and protection from 
it you hand Put the rest ina your gravear. MALBE,PY scsi paring Agence: Cour target spel. R,aé 27% 
Annul e Deflection 64 Evacuation See 
Counter target artifact or enchantment spell. US  Farpet spell witha singe target tarpets another target instead. eer al eeetene a Gee SH 
Anthroplasm 266 1A,5E-6E eae 26 
Creature — Shapeshifter 0/0 Delusions of Mediocrity 36 a 
EX satropiasm comes into play with two +1/+1 counters on it Enchantment eae ee ah ee 
%, @: Remove all +1/++1 counters trom Antroplasm and When Delusions of Mediocrity comes into play, you gai 10 lie. og 
put X +1/-+1 counters on it UL When Delusions of Medici leaves play, you bse 10 ie. UL gor NS 26 
Arcane Laboratory 26 Desertion 3 © © For each creature, that creature's controller pays “> or sacri- 
Fach player can't play more than one spell each tum. US Comite pl ts ata ate car pat oleae = 
a Fighting Drake 206 
Archivist 206 irae. Creature ~ Drake uA 
Creature — Wizard 1 Diminishin ig R $ 266 Fria = 
©: Draw a card. UL tony Flash 16 
Attunement 2 © Each player shuffles his or her hand and graveyard into his or stant 
tateent socio wemes Sesion caleelper ay ea: Put a creature card from your hand into play. You may pay its 
Return Attunement to its owne’s hand: Draw three cards, then the game. Then each player draws up to seven cards. AL,6E ™aNa cost reduced by up to oe ee 
discard four cards from your hand. US Dismiss 266 . Ne ae 
Aura Flux 26 raelndlirnd pte ba 2 ' = “ 
Enchantment Counter a : 4 
Ni other enchantments have “At the beginning of your upkeep, Disruptive Student 26 a ©: Rta Flotioghange os comers 7 
sacrifice this enchantment unless you pay 2." UL Creature - WwW 
° - Enchant Creature 
Back to Basics oq ©: Counter target spel unless its controler pays a2. US 
— Dominating Licid Lee ae br 
Nonbasic Lands don't untap during their controller’ untap Creature Licid ee 9 


US 1 ©, ©: Dominating Licid loses this ability and becomes 


Barrin, Master Wizard 
Creature — Legend 
2, Sacrifice a permanent: Return target creature to its 


lee 
wi 


an enchant creature that reads “You control enchanted crea- 
ture.” Enchant target creature with Dominating Licid. You may 
pay © to end this effect. 


on Vile Requiem. 1 @, Sacrifice Vile Requiem: Destroy up 10 gwner’s hand. us Douse 26 

X tarpet nonblack creatures, where X is the number of vers? = Benthic Behemoth eees 

counters on Vile Requiem. They can't be regenerated. US Crpatyre — Serpent 116 ©: Counter tarpet red spel. US 

Volrath’s Dungeon 2@@ |slandwalk. Te Dream Cache 26 
Boomerang @ @ Sorcery 

Draw three cards, then put two cards from your hand both on 


Enchantment 
Pay 5 lite: Destroy Volrath's Dungeon. Any player may play this Instant 


ability but only during his or her turn. Discard a card from your 


Return target permanent to its owner's hand. LE,MR,CH,SE-6E 


earns Se 


02 
ae fee Pe ee ee 
deal by Fog Bank. 

Fog Elemental es 
Creature — Elemental 4/4 
Flying. When Fog Elemental attacks or blocks, sacrifice it at 
end of combat WL,6E 
Forbid pee 


Instant 
Buyback—Discard two cards. Counter target spell. EX 
e ee 


Target player chooses and discards two cards from his or her 

haa en ees cx enya Dew she Gee Be 

HL,SE-6E 
26 


ee ee 
up to three lands, 


Fylamarid 1e¢é 
Creature — Beast 13 
Flying. Fylamarid can't be blocked by blue creatures, @: 

Tape! cretee becomes ble ent ond of tre TE 
Gaseous Form 2¢ 


Enchant Creature 

Prevent all combat damage that would be dealt to and dealt by 

oe LE,TE4E-6E 
lant Lrab 4¢é 

tome - Crab 33 
©: Giant Crab can't be the target of spells or abilities this 

tum, TE 


Gilded Drake le 
Creature — Drake 
Flying. When Gilded Drake comes into play, exchange control of 
Gilded Drake for target creature an opponent controls. if you 


can't, sacrifice Gilded Drake, US 
Glacial Wall 26 
Creature — Wall o7 
1A,5E-6E 

Gliding Licid 26 
Creature — Licid 2/2 


©, ©: Gliding Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature has flying.” 
Enchant target creature with Gliding Licid. You may pay @ to 
end this effect. SH 
Great Whale 5e6e 
Creature — Whale 5 
When Great Whale comes into play, if you played it trom your 
hand, untap up to seven lands, 
Hammerhead Shark 
Creature — Fish 23 
eu ee ee 
SH 


le 


Efreet 266 


Creature - Eieet 22 
Flying, > 4 @: Target creature gains fying until end of turn 


MR, BE 
Hermetic Study 16 
Enchant Creature 
Enchanted creature has “<>: This creature deals 1 damage to 
target creature or player.” US 
Hesitation 1é 
Enchantment 
When a spell is played, sacrifice Hestitation to counter that 
spell. SH 
Hibernation 2¢ 
Instant 
Return all green permanents to their owners’ hands. US 
Horned Turtle 26 
Creature — Turtle 1/4 
TE,6E,P1 
Horseshoe Crab 26 
Creature — Crab 13 
©: tap Hareston Gra US 
naginary Pet 1 A 
Creature - thson 


arias donee in en seid 
Teturn Imaginary Pet to its owner's hand. US 
T t 26 


pa op hae TE,6E 


he 36 
i ie fo VIE 
rdict le 


Su nile ies ots penal a tad 


ability. Draw a card. TE 
Intervene ‘ 
Instant 

Counter target spell that targets a creature, UL 
Intruder Alarm 26 


Enchantment 
Creatures don't untap during their controllers’ untap steps. 
par tg i at mp SH 
ntui — 26 
Saab Uitte os tad sete 
Opponent chooses one. Put that card into your hand and the 
rest into your graveyard. Then shuffle your library. 
Juxtapose 


TE 
36 


Sorcery 
You and target player exchange control of the creature you 
each control with the highest converted mana cost. Then 


HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


exchange control of artifacts the same way. (If two or more 
permanents a player controls are tied for highest cost, that 


player chooses one.) LE,CHSE-6E 
Keeper of the Mind ee 
Creature — Wizard 12 


©, ©: Draw a card. Play this ability only if an opponent has 
cy < peeetaaamae EX 


Killer Whale 3e6 
Creature - Whale 35 
¢: Kier Whale gains fing unit end of tr, EX 
King Crab 466 
Creature ~ Crab 45 


1 &, ©: Put target green creature on top of its owner's 
library. 


uL 
1é 


Enchant na Creature 

Enchanted creature has flying. When Launch is put into a 
Graveyard from play, return Launch to its owner's hand. US 
Leap r 
Instant 


3/3 Target creature gains flying until end of turn. Draw a card. SH 


ee 


At the beginning of your upkeep, you may put a treasure count- 
er on Legacy's Allure. Sacrifice Legacy’s Allure: Gain control of 
target creature with power no greater than the number of 


treasure counters on Legacy's Allure. TE 
Legerden main 2e6¢ 
Sorcery y 

Exchange control of target artifact or creature for control of 
pp rhed eptlel med a TE 
Levitation 206 
Enchantment 

Creatures you control have flying. UL 


Lat-Nam 46 


Library of 


Sorcery 
US Target opponent chooses one—You draw three cards at the 


beginning of the next turn's upkeep; or you search your library 
for a card, put that card into your hand, and then shuffle your 
library. AL,SE 
- ot 


commis on ie Rain 


Enchant Led 


Cycling 2. Enchanted land is an island. US 
ord of Atlantis ee 
Creature — Lord 22 
All Mertolk get +1/+1 and gain islandwalk. 1E-8E 


ana Breach 
Enchantment 
popped gh le ahigaaan 2 
Or she controls to its owner's hand, 

Mana Leak 

Instant 

Counter target spell unless its controller pays 
Mana Sev ce 


26 


bes 


SH 
1é 


Sorcery 

Search your library for any number of land cards and remove 

them from the game. Then shuffle your library, te 
Mana Short 26 


Instant 
Tap all lands target player controls and empty his or her mana 
pool. 1E-4E,6E 


Manta Riders e 
Creature — Merfolk Ww 
@: gs gota ape peelings TE 


k of the M 
tana 

As an additional cost to play Mask of the Mimic, sacrifice a 
Creature. Search your library for a copy of target creature card 
and put it into play. Then shuffle your library. SH 
oe 


leditate be 
instant 
pohesh ooo sel ypergicn TE 
emory Lapse ré 
ital 


Counter target spell. Put it on top of its owner's library instead 


of into that player's graveyard. HLMR,5E-6E 

t lé 

ertolk Ww 

S: = Sperone raat EX 

Merfolk of the Pearl Trident e 

Creature — Mertolk Ww 

1E-6E,P1 

SH-Stronghold UL-Urza’s Legacy 

EX-Exodus 

US-Urza's Saga 


Mind Games ‘ 
Instant 

Buyback 2 @. Tap target artifact, creature, or land. © SH 
Mind Over Matter 26666 
Enchantment 

Discard a card from your hand: Tap or untap target 


artifact, creature, or land. «See Banned & Restricted, p.107 EX 


oa 


a er me, 
return Mirozel to its owner's hand. 


— ation le 
oun 2. Counter tarpet spell unless is contol pays 2.UL 
Mnemonic Sliver 26 
Creature — Sliver 22 
All Slivers have “2, Sacrifice this creature: 
Oraw a card,” TE 

Black-Common 

Silver-Uncommon 

Gold—Rare 


Search your library for an instant or sorcery card and reveal 
that card. Shuffle your library, then put the card on top of it. 
MR,SE 


Oath of Sct 


At the beginning of each player's upkeep, if that player has 


36 


| Mele ote 


his or her hand and draw three cards. 
0 soot rtunity aoe 
Te UL 
5é6 
frase Iusion 45 
Flying. When Palinchron comes into play, if you played it 
from your hand, untap up to seven lands, 2 @ @: 
Return Palinchron to its owner's hand. UL 
Pendrell Drake 36 
Creature - 21 
Cycling 2. Flying. US 
Pendrell Flux le 
Enchant Creature 
Enchanted creature has “At the beginning of your upkeep, 
sacrica tis create unless you pay Its mana cast” US 
Peregrine Drake a6 
Creature ~ Drake 23 
Flying. When Peregrine Drake comes into play, if you 
played it from your hand, uatap upto five lands. US 
Phantasmal Terrain ee 
facat Lad 


Enchanted land is a basic land type of your choice, 
1E-6E 


Phantom Warr 
Creature — Illusion 
a a 
Polymorph 

oan 

Destroy target creature, It can't be regenerated, Its 
Controller reveals cards from the top of his or her 
library until a creature card is revealed. The player puts 
that card into play and shuffles all other revealed cards 
into his or her library. MASE 
Power Sink xe 


ior bee 
2/2 
WL,SE,PI 
36 


Counter target spell unless its controller pays 2. If 
he or she doesn’t, tap all lands with mana abilities 
that player controls and empty his or her mana pool, 
IA.MR,TE,US,1E-4E, 56-6 
be 


Cycling 2. At the beginning of the upkeep of enchant- 
ed enchantment’s controller, that player pays 2 or 


loses 2 life, US 
Precognition 46 
Enchantment 


At the beginning of your upkeep, you may look at 
the top card of target opponent's library, then put 
that card back on top that player's library or on 
the bottom of his or her library. Tt 
Prodigal Sorcerer 26 
Creature — Wizard Ti} 
e: en eee 
Creature or player. 
Propaganda oe ‘ 
Creatures can't attack you unless their controller pays 
2 for each creature. (This cost is paid as attackers 
are declared.) TE 


Prosperity xe 
Sorcery 

Each player draws X cards. ViSE,Pt 
Psychic Transfer a6 


Sorcery 
It the difference between your life total and target player's 
lite total is 5 or less, exchange life totals with that ‘oe 


Psyc le 
Enchant Land 

X Whenever enchanted land is tapped, Psychic Venom deals 2 
damage to that land's controler. 1E-6E 
Rar k 36 
Sorcery 


Look at the top five cards of target player's library. Put any 
number of them on the bottom of that library in any order and 


Se elon tp oe Rear ay i, SH 
Raven Familiar 2¢ 
Creature ~ Bird 12 


- f ? 
CLE PLAYER’S GUIDE 
Flying; echo. When Raven Familiar comes into play, look at the Target creature gains shadow until end of turn. Draw a card. TE ae 206 
top three cards of your library. Put one of them into your hand = Shimmering Wings 4 ~ Townstolk 4/3 
and the rest on the bottom of your library in any order. UL Enchant Creature a ha a Thalakos Drifters gains shadow 
Rebound 1 © Enchanted creature has flying. @: peemoreetc until end of turn. EX 
Instant to its owner's hand. TE Thalakes Mistfolk 2¢ 
Target spell that targets a single player targets target player = Show and Tell 2 © Creature — Iilusion a 
instead. SH Sorcery Shadow. @: Put Thalakos Mistfolk on top of its owner's library. TE 
Rebuild 2 © Each player may put an artifact, creature, enchantment, or land Tasos Scout 26 
Instant card from his or her hand into play. US — Soldier 2 
Cycling 2. Return all atitacts to their owners’ hands. UL Stent Spink 5¢ Si on a it et 
Recall XX — Spirit 5/6 to its owner's hand. 
Sorcery Flay Wenn Sn Spt tac, fender may Thalakos Seer oe 
Choose and discard X cards from your hand, then return that draw a card. IASE-GE Creature - hy 
plac athe gen lo shang ote Sift 3 © Shadow. When Thalakos Seer leaves play, draw a card. TE 
bcm LECHSE-BE Sorcary Thalakos Sentry 16 
Recantation 3 © © Draw three cards, then discard a card from your hand. = SH preatury — 12 
Enchantment Silver Wyvern 366 Shadow. TE 
phd cwa hal oe amend tobdag ol lg Theft of Dreams 26 
peel pede erageterriy bel Lace Ct ay al sy Sm 
Wiyvora tarps target restore lastead. For each tapped creature tarpet opponent controls, draw 
ee cede ae Skyshroud Condor DO wt penn et 1 
cae rs ca i a 22 Thornwind Faeries 166 
Untap all creatures. You and target opponent each gain contol another spel this _— re [value — mn 
of all creatures the other controls until end of turn. Those atae 26 See ne ee 
Creatures gain haste until end of turn. SH Enchant Creature 


Relearn lee 


Sorcery 
Sense ee & soy el 


At the beginning of the upkeep of enchanted creature's con- 
troller, that player sacrifices that creature unless he or she 
pays 2. n-thppspalel hcl nchcetys 


Sorcery 
Tap up to three target creatures without flying. SH,6E,P1-P2 


ment, Veiled Sentry becomes an Illusion creature with power and 
toughness each equal to that spell’s converted mana cost. US 
Veiled Serpent 26 
Enchantment 


Cycling 2. When an opponent plays a spell, if Veiled Serpent is 
an enchantment. Veiled 


Serpent becomes a 4/4 Serpent creature. 

It can't attack unless defending player controls an island. US 

Vigilant Drake 46 

Creature — Drake 33 

Flying. 2 @: Untap Vigilant Drake. UL 

Vodalian Soldiers 16 

Creature — Merfolk 1/2 

FESE-6E 

Volrath’s Curse 1é 
Enchant Creature 


Enchanted creature can't attack or block and its abilities can't 
be played. Enchanted creature's controller may sacrifice a per- 
manent to ignore this ability until end of turn. @; Return 
Volrath’s Curse to its owner's hand. TE 
lee 


Volrath’s Shapeshifter 
Creature Th) 


As long as the top card of your graveyard is a creature cart, Volrath’'s 
Shapeshifter is a copy of that card, except Volrath’s Shapeshifter 
fetains its abilities, 2: Discard a card from your hand. SH 
Walking Dream 36 
Creature — Illusion 33 
Walking Dream is unblockable. Walking Dream doesn't untap 

during your untap step if an opponent controls two or more 

creatures. SH 


your hand. WL,SE return Slow Motion to its owner's hand. Tidal Warrior © Walking Sponge 16 
Remove Soul P® Snap — Creature — Merfolk 11 Creature - Sponge i 
Instant Instant ©: Tamet land becomes an island until end of tum. SH  @: Target creature loses flying, first strike, or trample until 
Counter target creature spell. LE,CH,SE-GE ety target creature to its owner's hand, Untap up to two lands UL Time Ebb 2@ end of tum. UL 
Rescind 16® Soldevi Sage p@ Somer Wall of Air lee 
Instant Creature — Wizard 1/1 Put target creature on top ofits owner's library. TEP1-P2 Creature ~ Wal 15 
Cycling 2. Return tarpet permanent to its owner's hand. US Sacrifice two lands: Oraw three cards, then choose and Time Spiral 4ee Flying. 1E-6E 
Rewind 2 © © discard one of them. ALSE Sorcery = of Tears lé 
Instant Somnophore 2 @ ~@ Remove Time Spiral from the game. Each player shuffles his or Creature ~ Wall od 
Counter target spell. Untap up to four lands. US Creature — llusion 9/9 Ner graveyard and hand into his or her library, then draws Whenever Wall of Tears blocks a creature, return that creature 
Robe of Mirrors @ Flying. Whenever Somnophore deals damage to a player, tap seven cards. You untap up to six lands. *See Banned & to its owner's hand at end of combat. SH 
Enchant Creature target creature that player controls. That creature doesn't untap Restricted p. 107 US Wayward Soul 206 
Enchanted creature can't be the target of spells or abilities.EX during its controller's untap step as long as Somnophore Time Warp 3 © 6 Creature — Spirit 32 
Rootwater Diver ry remains in play. Sorcery Flying. @: Put Wayward Soul on top of its owner's library. EX 
Creature — Mertolk 1 Spel Blast xx @ Target player takes an extra turn after this one. TE Weatherseed Faeries 26 
©, Sacrifice Rootwater Diver: prom leg Tinker 2 © Creature — Faerie 2 
your graveyard to your hand. tects ttl ea le tit Sorcery Flying, protection from red UL 
Rootwater Hunter a. ne As an additional cast to play Tinker, sacrifice an artifact. Wile of Volrath ‘ 
Creature — Mertolk 11 Spindrift Drake Lo ghey lenge oe te 

©: Rootwater Hunter deals 1 damage to target creature or Creature — Drake mn play. Then shutfle your library. t hpesk ©. Chap te cd tga by replacing 
player. TE Flying. At the beginning of your upkeep, sacrifice Spindrift Tolarian Winds oa all instances of one color word or type with another 
Rootwater Matriarch 2 © @ Drake unless you pay ©. SH Instant unit end of turn. Te 
Creature — Mertolk 23 Spire Owl 1 @ Discard your hand, then draw that many cards. US Whiptongue Frog 26 
®: Gain control of target creature for as long as it’s enchant- Creature — Bird 1/1 Tradewind Rider 36 — Frog 13 
ed. bs Flying. When Spire Ow! comes into play, look at the top four Creature — Spirit 1/4 ©: Whiptongue Frog gains flying until end of turn, EX 
Rootwater Mystic cards of your library, then put them back in any order. US Flying. <>, Tap two untapped creatures you control: Whispers of the Muse ‘ 
Creature — Merfolk in Steal Enchantment © @ Return target permanent to its owner's hand. TE Instant 

1} ©: Look at the top card of target player's library. © EX Enchant Enchantment Treasure Trove 2 © © Buyback 5. Draw a card. TE 
Rootwater Shaman 2 @ You control enchanted enchantment TE Enchantment Wind Dancer 16 
Creature — Mertolk 22 Stern Proctor ©6 266: Drwacat EX Creature — Faerie 7] 
You may play enchant creature cards any time you could play | Creature ~ Wizard 12 Turnabout 2 © © Fiying. ©: Taret creature gains flying until end of tum, TE 
an instant. TE When Stern Proctor comes into play, return target artifact or Instant Wind Drake 26 
Sage Owl 1 @ enchantment to its owner's hand. US Tap or untap all artitacts, creatures, or lands target player con- Creature — Drake 2 
Creature — Bird 1/1 Stinging Licid De trols. US Flying. TE.GE,P1 
Flying. When Sage Owl comes into play, look at the top four Creature — Licid 1 Twitch 26 Wind Spit 46 


cards of your library and put them back in any order you 
choose. 


1 ©, ©: Stinging Licid loses this ability and becomes an 
enchant creature that reads “Whenever enchanted creature 


Sandbar Merfolk @  decomes tapped, Stinging Licid deals 2 damage to that crea- 
Creature — Merfolk 1/1 ture’s controller” Enchant target creature with Stinging Licid. 
Cycling 2. US You may pay © to end this effect. Te 
Sandbar Serpent 4@ Storm Crow 16 
Creature — Serpent 3/4 Creature — Bird 12 
Cycling 2. US Fiying. AL,6E,P1 
School of Piranha »@ Stroke of Genius x26 
- 3/3 Instant 
At the beginning of your upkeep, sacrifice School of Piranha © Target player draws X cards. us 
unless you pay ) @. EX Sunder 366 
Scrivener 4 © Instant 
Creature — Townstolk 2/2 ‘Return all lands to their owners’ hands. us 
When Scrivener comes into play, you may return target instant Telepathy ry 
card from your graveyard to your hand. EX Enchantment 
ie a Your opponents play with their hands revealed. US 
a “apr di cide coum ct pa ar 
island. TE,GE Shadow. When Thalakos Deceiver attacks and is not blocked, 


Second Chance 2 © you may sacrifice it f you do, gain control of tarpet creature. 
Enchantment (You retain control of that creature until it leaves play.) SW 
Al the beginning of your upkeep, it you have 5 life or less, = Thalakos Dreamsower 26 
sacrifice Second Chance to take another turn after this one. UL Creature - Ww 
Segovian Leviathan 4 © Shadow. You may choose not to untap Thalakos Dreamsower 
Creature — Serpent 3/3 during your untap step. Whenever Thalakos Dreamsower deals 
Islandwalk. LE,4E-6E damage to an opponent, tap tarpet creature. That creature 

Shadow Rift © doesn't untap during its controller's untap step as long as 

Instant Thalakos Dreamsower remains tapped. T 


Instant 
Tap or untap target artifact, creature, or land. Draw a card. TE 


— Spirit 
i i ca eta ce 


Unstable Shapeshifter 36 1A,5E-6E 
Creature — Shapeshifter _ Oo Windfall 2¢ 
Scone tom talento al pie Gh oie (te 
4 copy of that creature f Each player discards his or her hand, then draws cards 

effect doesn't copy counters on the creature.) TE alma larhayelea bra 
Unsummon © Banned & Restricted p. 107 US 
Return target creature to its owner's hand —— Oar 
Veil of Birds © Ai Siivers have flying. TE 
Enchantment : 

When an opponent plays a spell, it Veil of Birds is an a "- 
enchantment, Veil of Birds becomes 2 1/1 Bird creature with : Return Wizard Mentor and target creature you control to 
bs " US ic omer’ hand. u 
eiled Apparition Lé Zephid 4e6 
When an opponent plays spell, i Veiled Apparition is an ‘Sreature ~ tilusion a4 
enchantment, Veiled Apparition becomes a 3/3 Musion creature vig Zp cant be the target of spels or abies. US 
with flying. That creature has “At the beginning of your upkeep, Zephid’s Embrace 206 
sacrifice Veiled Apparition unless you pay 2 @" US Enchant Creature 


Veiled Crocodile 26 
Enchantment 


When a player has no cards in hand, if Veiled Crocodile is an 
enchantment, Veiled Crocodile becomes a 4/4 Crocodile crea- 
ture. 


Veiled Sentry ry 


Enchantment 
€ When an opponent plays a spell, if Veiled Sentry is an enchant- 


Enchanted creature gets +2/+2 and has flying. It can't be the 
tarpet of spells or abilities. US 


Zur's Weirding 36 
Enchantment 


US Players play with their hands revealed. If a player would draw a 


card, he or she reveals it instead. Then any other player may 
pay 2 life. If a player does, put that card into its owner's grave- 
yart. Hf no one does, that player then draws the card. (A,SE-GE 


4E-Fourth Edition P1—Portal AN-Arabian Nights OK-The Dark 
5E-Fifth Edition P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles LE-Legends lA-Ice Age 


Anaconda 38 

Creature — Snake 33 

Swampwalk. US,PI 

@@ Apes of Rath 200 

Creature — Sliver 2/2 Creature — Ape 5/4 
All Slivers have “2, Sacrifice this creature: This creature Whenever Apes of Rath attacks, it doesn’t untap during your 
deals 2 damage to target creature or player” SH next untap step. TE 
*® Argothian Elder 38 

Creature — Sliver 2/2 Creature — Ei 22 
Slivers can't be the target of spells or abilities. SH — @: Untap two tarpet lands. US 
@@ Argothian Enchantress 1@ 

Creature — Shapeshifter *I* Creature — Enchantress o/ 


Flying. As Dracoplasm comes into play, sacrifice any number of 
Creatures. Dracoplasm’s power is equal to the total power of 
the sacrificed creatures and its toughness is equal to the total 
toughness of those creatures. @: Dracoplasm gets +1/+0 


until end of turn, TE 


+? 
Creature — Sliver 22 
All Slivers have “Pay 2 life: Return this creature to its owner's 
hand.” SH 


26? 
Sorcery 
Look at target player's hand and choose a card from it other 
than a basic land card. Search that player's graveyard, hand, 
and library for all copies of the chosen card and remove them 
from the game. That player then shuffles his or her library, TE 
1*® 


Creature — Soldier 22 


First strike, @; Regenerate Ranger an-Vec. TE 
308 
Creature — Wurm 55 
Whenever Segmented Wurm becomes the target of a spell or 
ability, put a -1/-1 counter on it TE 
3*@ 
Creature — Angel Legend 33 
Frying. Pay 2 lite: Return Selenia, Dark Angel to its owner's hand. TE 
1*é 
Creature — Spirit 22 
Flying, First strike, TE 
#4208 
Creature — Sliver Legend mm 
2: Put a 1/1 colorless Sliver creature token into play. SH 
2*e 

Creature — Soldier 


32 
Shadow. ©; The next time Soltari Guerrillas would deal com- 
bat damage to defending player this turn, it deals that damage 
to target creature instead. TE 


of 
Creature — Sliver 2 
Whenever a Sliver becomes blocked, that Sliver gets +1/+1 
until end of turn for each creature blocking it. SH 
1ee 
Instant 
As an additional cost to play Spontaneous Combustion, sacri- 


Arpothian Enchantress can't be the target of spells or abilities. 
Whenever you play an enchantment spell, draw a card. US 


Argothian Swine 38 
Creature — Boar 33 
Trample. US 
Argothian Wurm 3@ 
Creature — Wurm 6/6 
Trample. When Argothian Wurm comes into play, any player 


May sacrifice a land. If a player does, Argothian Wurm on top 


of its owner's library. US 
Avenging Druid 20 
eg bo 13 
Whenever Avenging Druid deals damage to an opponent, you 


Style Files 


Dawol's troops—shipped in from PI 
will—are not actually as humanoid as 
They're truncated creatures with ves 
legs inside humanoid battle armor. They 
reliable offense and defense, but are 
tacticians. They are as limited in 
who commands them. 

—Urza's Destiny Style Guide 


Burgeoning @ Whenever Crashing Boars attacks, defending player chooses an 
Enchantment untapped creature he or she controls. That creature blocks 
Whenever an opponent plays a land, you may put a land card Crashing Boars this turn if able, EX 
from your hand into play. SH Crazed Armodon 200 
Call of the Wild 2@@ Creature — Elephant 334 
Enchantment @: Crazed Armodon gets +3/+0 and gains trample until end 
bat Reveal the top card of your library. If it's a creature of turn. Destroy Crazed Armodon at end of turn. Play this ability 
a el ae Only once each turn, TE 
—_ Mold 208 
Canopy Spider : 
Creature ~ Spider " ieee eo lin be ocelot VISE # 
Canopy Spider blocks as though it had flying. TE Crop Rotation e 
Comoe eee Instant 
Creature ~ As an additional cost to play Crop Rotation, sacrifice a land. 
Trample. 1 @: Regenerate Carnassid. SH ek pus Re Wa at cd hid, 
Carpet of Flowers © Then shuffle your library. 


AM the beginning of your precombat main phase, you may add 
up to X mana of any one color to your mana pool, where X is 
the number of islands target opponent controls, US 
Cartographer 20 

rach al 22 
When Cartographer comes into play, earn 


Ceoeshow Aanbuh . 
Creatures you contro! may block as though they had flying this 
tun. SH 
Crosswinds 1@ 
Enchantment 

Creatures with flying get -2/-0. 


Darkwatch Elves 20 
Creature - Elf 22 
Cycling 2 Protection from black. UL 
Defense of the Heart 38 
Enchantment 

At the beginning of your upkeep, if an opponent controls three 
or more creatures, sacrifice Defense of the Heart to search 


your library for up to two creature cards and put those crea- 
tures into play. Then shuffle your library. UL 
Dense Foliage 20 
Enchantment 


Creatures can't be the targets of spells. WL,6E 
Deranged Hermit 300 
Creature — Elf WW 

Echo. When Deranged Hermit comes into play, put four 1/1 


eee ee phen 4 
++ 


Dirtcowl Wurm i> 
Creature — Wurm u4 
Whenever an opponent plays a land, put a +1/+1 counter on 

Dirtcow! Wurm. TE 
Early Harvest 120 
Instant 

Target player untaps all basic lands he or she controls.W0R,SE 
Earthcraft 1@ 
Enchantment 


Tap an untapped creature you control; adc * 
See Banned & Restricted p. 107 

Eladamri, Lord of Leaves oe 
Creature — Legend 22 
sada cal aglaablad land i! 


ants Vineyard = 


fice a creature. Spontaneous Combustion deals 3 damage to Hades ig li see 
each creature. TE may reveal cards from your library until you reveal a land card, S7=2Ure hg of i'n it pa 
2@@ Put that car ito play and put all other cars revealed this orstwalt. LecHse-<€ add @ © to that player's mana pool 
Creature — Legend 3/3 way ito your graveyard, EX wrote 4 2@ Elder Druid 0 
©: Target creature's power or toughness becomes 1 until end kening 7 . - 
} Aon -bon aeeharnrhengaphaconer Namie ae seed Wee Cr Termes Wii pes +11 wt 3 @, ©: Tap or untap target artifact, creature, or land. 
power or toughness) TE Ae beni ah ples wae al payers nap a end of turn for each creature blocking it US 1A SE-6E 
@% creatures and lands they contr spe Rhino 3@@ Elven Cache 200 
Creature — Sliver 22 uu Drai ~— 
All Slivers have "2, Sacrifice this creature: You gain 4 lite” SH tna ia i" Cay ince cd ym on cst Return tarpet card from your graveyard to your hand. VI,6E,P1 
eae ing; swampwalk TE TEPT Elven Palisade * 
Creature — Druid 1 Bequeathal @ Child of Gaea 3@OO Enchantment 
©: Name a creature card, Reveal the top four cards of your Enchant Creature — Elemental m aes seek ap aig AS 
library. Put any of them that are the named card into your hand When enchanted creature is put into a graveyard, you draw two Trample. At the beginning of your upkeep, sacrifice Child ot end of turn. 
and the rest into your graveyard. TE cats Sle atietieerla BL cco 
Birds of Paradise 2 ~ Bf 38 
ot Sm oF Foc anatenromn 
Fiying. @: Add one mana of a color of your choice to your Enchantment Walls, LEE. 
Abundance 2@@ "ana pool 1E-GE Islands don't untap during their controllers’ untap steps. TE Elven Rite 1® 
Enchantment Blanchwood Armor 20 et Gontenrs 3@ Sorcery 
If you would draw a card, you may instead choose land or non- Enchant Creature 6/3 Put two +1/+1 counters, distributed as you choose, on one or 
land and reveal cards from the top of your library until you Enchanted creature gets +X/+X, where X is the number of er Cai Saeed emcirta two target creatures. SH 
reveal a card of the chosen kind, Put that card into your hand forests you control US US Elven Warhounds se 
and put all other cards revealed this way on the bottom of your ©Blanchwood Treefolk 4@ -ramergd ee ge 3@ Creature — Hound 
library in any order. US Creature — Treetolk 45 32 whee mt 2m 
Acridian 1® US Sat“: @ 0 ma pa that creature on top of its owner's library. 
Creature — Insect 2/4 Bloated Toad US Elvish Archers > 
Echo. US oe on Constant Mists D@ Creature - ff 2 
Albino Troll 1@ Cycling 2. Protection from blue UL Instant First strike. 1E-6E 
Creature — Troll 33 Broken Fall 2 @ Suyback-Sacrifce a land. Prevent all combat damage that Elvish Berserker e 
Echo. 1 @: Regenerate Albino Troll. US — Enchantment would be dealt this turn. SH Creature - Elf TH] 
Aluren 2@@ _Aeturn Broken Fall to its owner's hand: Regenerate target Cradle Guard 1@@ Whenever Eivish Berserker becomes blocked, it gets +1/+1 
Enchantment creature. TE Creature — Treefolk 4/4 until end of turn for each creature blocking it EX 
Any player may play creature cards with converted mana cost 3 Bull Hippo 3 @ Trample; echo. US Elvish Fury ” 
or less without paying their mana cost any time he or she Creature — Hippo 33 Crashing Boars 3@@ Instant 
could play an instant. TE Islandwalk. US,P1 Creature — Boar 4/4 Buyback 4. Target creature gets +2/+2 until end of tun. TE 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza’s Legacy Black-Common \ 
AL-Alliances WL-Weatherlight EX-Exodus Silver—Uncommon 99: oA“ 
MR-Mirage TE-Tempest US-Urza’s Saga Gold—Rare - j 


Elvish Herder ® 
Creature — Elf i 


Creature blocks as though it had flying. 


Fugitive Druid 38 


Creature — Druid 3/2 
Whenever Fugitive Druid becomes the target of an —_— 
spell, you draw a card. 

Fyndhorn Brownie 2 . 
Creature — Brownie Ww 
2 @, ©: Untap target creature. JASE 
Fyndhorn Elder 2° 
Creature — Elf Ww 
©; Add @@ to your mana pool. 1A,SE-6E 
Gaea's Bounty 2° 


Sorcery 
Search your library for up to two forest cards, reveal those cards, 
and put them into your hand. Then shuffle your library. US 


Gaea’s Embrace 2e@ 
Enchant Creature 
Enchanted creature gets +3/+3 and has trample. @: 
Regenerate enchanted creature. hy 
Gang of Elk 5® 
Creature — Beast 5/4 
ny Ne a gael ea 
end of turn for each creature blocking it. 
Giant Growth - 
Instant 
Target creature gets +3/+3 until end of tum. © 1A,1E-6E 
Giant Spider 38 
Creature — Spider 24 
Giant Spider blocks as though it had flying. 1E-6E,P1 
Gorilla Chieftain 208 
Creature — Ape 33 
1 @: Regenerate Gorilla Chieftain. AL SE 
Gorilla Warrior 2@ 
Creature — Ape 32 
USPI 
Greater Good 208 


Enchantment 
Sacrifice a creature: Draw cards equal to the sacrificed crea- 
ture's power, then discard three cards from your hand. = US 


ACLE PLAYER’S GUIDE 


Greener Pastures 28 
Enchantment 


Wurm unless you sacrifice an enchantment, US your library for up to two basic land cards and put them into 
Exploration @ lay. Then shuttle your library. TE 
Enchantment Hawkeater Moth 38 
You may play an additional land each turn. US Creature — Insect 2 
Fallow Earth 2° Fo ee ee eee oe 
Sorcery 
Put target land on top of its owner's library. mas Heartwood Dryad i@ 
Familiar Ground 2@ Creature ~ Dryad a 
Enchantment Heartwood Dryad blocks as though it had shadow. TE 
Each creature you control can't be blocked by more than one © Heartwood Giant 308 
Creature each combat. WL,SE Creature — Giant 4 
Fecundity 2@ ©, Sacrifice a forest: Heartwood Giant deals 2 damage to tar- 
Enchantment get player. 
Whenever a creature is put into a graveyard from play, that Heartwood Treefolk 208 
creature's controller may draw a card. US Creature — Treetolk 3/4 
Femeref Archers 2@  Forestwalk. TE 
Creature — Soldier 22 Hermit Druid 1® 
©: Femerel Archers deals 4 damage to target attacking crea- Creature — Druid Ww 
ture with flying. MA,GE @&, ©: Reveal cards trom the top of your library until you 
Fertile Ground 1 @ _‘eveal a basic land card. Put that card into your hand and all 
Enchant Land other cards revealed this way into your graveyard. SH 
Whenever enchanted land is tapped for mana, it produces an Hidden Ancients 1@ 
additional one mana of any color. US — Enchantment 
Flailing Drake 3 @ When an opponent plays an enchantment spell, if Hidden 
Creature — Drake 2/3 ‘Ancients is an enchantment, Hidden Ancients becomes a 5/5 
Wes Flog Bat Weck bcos Hetty a ce, Treetolk creature. US 
that creature gets +1/+1 until end of turn, Hidden Gibbons > 
Fog a Enchantment 
Instant When an opponent plays an instant spell, if Hidden Gibbons is an 
Creatures deal no combat damage this tum.  MR,1E-6E enchantment, Hidden Gibbons becomes a 4/4 Ape creature. UL 
Fortitude pe Hidden Guerrillas ® 
Enchant Creature Enchantment 
Hn Fo bt a pm i SS dec is asa 03 Be 
a 
rior ong heared att A US 
Frog Tongue @ Hidden Herd e 
Enchant Creature Enchantment 
When Frog Tongue comes into play, draw a card. Enchanted When an opponent plays 2 nonbasic land, if Hidden Herd is an 


TE enchantment, Hidden Herd becomes a 3/3 Beast creature. US 


Hidden Predators * 
Enchantment 


When an opponent controls a creature with power 4 or greater, 
it Hidden Predators is an enchantment, Hidden Predators 


becomes 2 4/4 Beast creature. US 
Hidden Spider ca 
Enchantment 


When a creature with flying comes into play under an oppo- 
nent’s control, if Hidden Spider is an enchantment, Hidden 
Semen Ae eee ae 
had flying. 
Hidden Stag 
Enchantment 


Whenever an opponent plays a land, if Hidden Stag is an 
enchantment, Hidden Stag becomes a 3/2 Beast creature. 
Whenever you play a land, if Hidden Stag is a creature, Hidden 


Krakilin comes into play with X +1/+1 counters on it, a @: 
Regenerate Krekilin. TE 


@: Target creature gains trample until end of tum. US At the beginning of each player's upkeep, if that player controls Lying Lands 3@ 
Elvish Uist © Tore lands than any other, the player puts 2 1/1 green Enchantment 
Coan - anual Th Peel - All forests are 1/1 creatures that are stil lands, © 1E~BE 
Sacrifice target enchantment. Grizzly Bears 1 
us bax pr — Elves . 
Endangered Armodon 208 TE-BEP1 —. Add @ to your mana pool 1E-6E 
Creature — Elephant 4/5 Harmonic Convergence 2@ one Wolf 28 
When you control a creature with toughness 2 or less, sacrifice Instant Creature — Wolf 
Endangered Armodon, SH Return all enchantment to tp of thier owners’ braris. UL oe i fe an mt a 
Endless Wurm a@@ Harrow 2© though it weren't blocked. 
enue > oO lastant Lowland Basilisk ‘oo 
beginning of your upkeep, sacrifice Endless As an additional cost to play Harrow, sacrifice a land. Search 


Creature — Basilisk 18 


Oath of Druids 1@ 
Enchantment 


At the beginning of each player's upkeep, if that player controls 
fewer creatures than an opponent, the player may reveal cards 
from his or her library until he or she reveals a creature card. 


The player puts that creature into play and all other cards 
revealed this way into his or her graveyard. EX 
Overgrowth 28 
Enchant Land 


Whenever enchanted land is tapped for mana, it produces an 
additional @@. SH 


Overrun 2008 


Sorcery 
oon pa epee heel a gh tw 


TE 
ee ee ee _ 
that creature at end of combat % Pater Waris “8 
Lull A aan 
ou Pincher Beetles 28 
Cycling 2. Prevent all combat damage that would be dealt 
this um. S Creature — Insect vi 


Lure 
Enchant Creature 
Ail creatures able to block enchanted creature do s0.1A,1E-GE 


4 Manabond e 
Enchantment 
TE At the end of your turn, you may put all land cards from your 


hand into play. If you do, discard the rest of your hand. = EX 


Maro 200 
Creature — Elemental i 


Maro’s power and toughness are each equal to the number of 
cards in your hand. MR,SE 
300 


Midsummer Revel 
Enchantment 


AL the beginning of your upkeep, you may put a verse counter 


on Midsummer Revel. @, Sacrifice Midsummer Revel: Put X 
3/3 green Beast creature tokens into play, where X is the num- 
ber of verse counters on Midsummer Revel. US 
Might of Oaks 3@ 
Instant 

Target creature gets +7/+7 until end of turn. UL 
Mirri, Cat Warrior 1ee@ 
Creature — Cat Warrior Legend 23 


First strike; forestwalk. Attacking doesn’t cause Mirri, Cat 
Warrior to tap. 
Mirri’s Guile e 


Enchantment 

AM the beginning of your upkeep, you may look at the top three 
cards of your library, then put them back in any order. TE 
Mongrel Pack 38 
Creature — Hound 4 
When Mongrel Pack is put into a graveyard from play during 
combat, put four 1/1 green Hound creature tokens into play. TE 
Mulch 1@ 


Sorcery 
Reveal the top four cards of your library. Put all land cards 
revealed this way into your hand and all other cards revealed 


Pincher Beetles can't be the target of spells or abilities. TE 


5 =a 


Plated Rootwalla 49 
Creature — Lizard 33 
2@: ecru ty dake A 
this ability only once each turn. 
Pouncing Jaguar . 
Creature — Cat 22 
Echo. US 
Pradesh Gypsies 20 
Creature — Gypsy " 
1 @, }: Target creature gets -2/-0 until end of turn. 
U 

Predatory Hunger co 
Enchant Creature 
Whenever an opponent plays a creature spell, put a +1/+1 
counter on enchanted creature. EX 
Priest of Titania 1® 
Creature — Elf WW 
©: Add @ to your mana pool for each Elt in play. US 
Primal Rage 1@ 
Enchantment 
Creatures you control have trample. SH 
Provoke 1@ 
Untap target creature you don't control. That creature blocks 
this turn if able. Draw a card. SH 
Pygmy Troll 1@ 

— Troll if] 


Serre Pane eh bioubeMlaiod g<tF i 
A ee 


Rabid Wolverines 3a8 
Creature — Wolverine 4/4 
Whenever Rabid Wolverines becomes blocked, it gets +1/+1 
until end of turn for each creature blocking it. EX 
Radjan Spirit 3@ 
Creature — Spirit 


v2 
: Target creature loses flying until end of tum. LE,4E~GE 


this way into your graveyard. SH 

Multani, Maro-Sorcerer a@e Rampant Growth 1@ 
Creature — Legend */* Sorcery 

Multani, Maro-Sorcerer can't be the target of spells or abilities, Search your library for a basic land card and put that card into 
Multani’s power and toughness are each equal to the total © lay tapped. Then shuffle your library. MR,TE,SE 
number of carts in all players’ hands. UL Rancor a 
Multani’s Acolyte oe Enchant Creature 

Creature — Elf Enchanted creature gets +2/+0 and has trample. When Rancor 
ay a Rr oe (papa nlee edeabereralers 
Multani’s Presence ry UL 


Enchantment 
Whenever a spell you play is countered, draw a card. © UL_Instant 


Realty Anchor 1@ 


Stag becomes an enchantment. US 

Horned Sliver 2@ Muscle Sliver pq Target creature loses shadow until end of turn. Draw a card. TE 
Creature — Sliver 2/2 Creature — Sliver mn be i® 
All Slivers have trample, TE Ai Slivers get +1/+1. 

: ‘ Return any number of target cards from your graveyard to your 
en vn = Spring hain tad Ys crt nee ma er ta ser ak 
Hurricane deals X damage to each creature with fying and ‘Target player gains 8 life. TE pat ohm 
each player. (A,1E-5E,6E,P1-P2 Nature's Resurgence 208 pees aim . 
oo mo oy eer Put target card from your graveyard on top of your library. EX 
Cycling 2. Destroy all enchantment. US _ in his or her graveyard. WL6E a 4e08 
ee se Nature’s Revolt 3008 ay sa ha siek tania 
When you play a spell, return Jackalope Herd to its owner's All lands are 2/2 creatures that still count as lands. TE nd of your tum, discard all but two cards from your hand. TE 
hand. EX Needle Storm 20 Ree eee 4 e 

Sorcery = 
beat = oa Needle Storm deals 4 damage to each creature with flying TE,P1 s WLS6E,P1 
©, ©: Put a 2/2 green Beast creature token into play. Pay Nurturing Licid 1 — 1® 
this if an opponent controls more creatures than Creature — Licid i" 

_ i EX © @: Nurturing iid loses this ailty and becomes an ©: Regenerate enchanted creature IA.MR,1E-8E 
Krakilin xee pape earls cere poe! ee 38 
ture” target creature with Nurturing may pay 
a WO eto end this eft Tt Gycing 2. You gain 6 ite Us 

1E-Alpha/Beta 4E-Fourth Edition P1-Portal AN-Arabian Nights DK-The Dark 
2E-Unlimited 5E-Fifth Edition P2-Portal: Second Age  AQ—Antiquities FE-Fallen Empires 


Repopulate 1@ 
Instant 
Cycling 2. Shuffle all creature cards trom target player's 


Qraveyard into that player's library. UL 
Respite Tt 
Instant 

Prevent all combat damage that would be dealt this turn. You 
gain 1 life for each attacking creature, TE 
Resuscitate 1@ 
Instant 

Until end of turn, creatures you control gain “ a): Regenerate 
this creature” Ex 
Retaliation 20 
Enchantment 


Creatures you control have “Whenever this creature becomes 
blocked, it gets +1/+1 until end of turn for each creature 


blocking it” US 
River Boa 1@ 
Creature — Snake 2 
Islandwalk. @: Regenerate River Boa. VISE 
Root Maze * 
Enchantment 

Artifacts and lands come into play tapped. TE 
Rootbreaker Wurm 5ae2 
Creature — Wurm 6/6 
Trample, TE 
Rootwalla 20 
Creature — Lizard 


22 
1D -@: Rootwalla gets +2/+2 until end of turn. Play this abili- 
ty only once each turn. TE 


Rootwater Alligator 3@ 
Creature — Alligator 3/2 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 


Rowen 200 


it 2, Remove a +1/+1 counter from Spike Breeder: Put a 
+1/+1 counter on target creature. 2, Remove a +1/+1 
Counter from Spike Breeder: Put a 1/1 green Spike creature 


token into play. SH 
Spike Colony +m 
Creature — Spike 00 


Spike Colony comes into play with four +1/+1 counters on it. 
2, Remove a +1/+1 counter from Spike Colony: Put a 
+1/+1 counter on target creature. 


Spike Drone * 
Creature — 0/0 
Spike Drone comes into play with one +1/+1 counter on it 


2, Remove a +1/+1 counter from Spike Drone: Put a +1/-+1 
Counter on target creature. TE 
Spike Feeder 190 


Creature — Spike 
Spike Feeder comes into play with two +1/+1 counters on it 
2, Remove a +1/+1 counter from Spike Feeder: Put a 


+1/+1 counter on target creature. Remove a +1/+1 counter 

trom Spike Feeder: You gain 2 lite. SH 
Spike Hatcher 6@ 
Creature — Spike 00 


Spike Hatcher comes into play with six +1/+1 counters on it. 
2, Remove a +1/+1 counter from Spike Hatcher: Put a 


Crovax, Karn, Greven il-Vec, Telim’Tor. 
few of the names that can be found on 


Target player gains X lite, 1E-6E 
Summer Bloom i 
Sorcery 

You may play up to three additional lands this tun, VI,GE,P1 
Survival of the Fittest 1@ 
Enchantment 


@,, Discard a creature card from your hand: Search your 
library for a creature card, reveal that card, and put it into your 


SH hand, Then shuffle your library. EX 


play. Then shuffle your library. LE,AE-BE,P1-P2 
Venomous Fangs 28 
Enchant Creature 


Whenever enchanted creature deals damage to a creature, 
destroy that creature. US 
Verdant Force 5aee 
Creature — Elemental vi 
M the beginning of each player's upkeep, you put a 1/1 green 
Saproling creature token into play under your control, TE 


Symbiosis be@ Verdant Touch 1@ 
Instant Sorcery 
Two target creatures each get +2/+2 until end of tum. US Buyback 3. Target land becomes a 2/2 creature that still 
Tempting Licid 2 Counts as a land. (It remains 2 creature until it leaves play.) SH 
Gann ~ Bet 22 Verdigris 20 
©, ©: Tempting Licid loses ability and becomes an enchant Instant 
0/0 pan ape hl erp err Destroy target artifact. TE 
creature do so.” target creature with Tempting Licid. 
inv Ounltndhe on cuemen Encheniroes see 
Thicket Basilisk 3@@ Whenever you play an enchantment spell, you may draw a card, 
Creature — Basilisk 24 1E-GE 
Whenever Thicket Basilisk blocks or is blocked by a non-Wall 
creature, destroy that creature at end of combat. 1£-GE an om om 
re ee Pee be ae A pate ae 
US 
Vials ” 
Instant 
Untap all creatures you control, WL,6E 
Volrath’s Gardens i® 
Enchantment 


2, Tap an untapped creature you control: You gain 2 life, 
Play this ability only if you could play a sorcery. SH 
Waiting in the Weeds 1ee 
Sorcery 


Each player counts the untapped forests he or she controls and 
puts that many 1/1 green Cat creature tokens into play.1A,SE 


Reveal the first card you draw each turn. Whenever you reveal 3 Wall of Blossoms 1@ 
a basic land card this way, draw a card. vise | anagram for “Mr. Toilet; Creature — Wall ov 
at wen oe When Wall of Blossoms comes into play, draw a cand, SH 
Creature — War Dance e 
VASE-E 41/41 counter on target creature, 1, Remove a +1/+1 Enchantment 
a “cme ee Ut a ag 
Scragnoth can't be countered. Protection from blue. TE pamela em Titania's Boon 3 © +1/+X until end of tun, where X isthe number of verse coun- 
Seeker of Skybreak D® Spike Rogue comes into play with two +1/+1 counters on it. Put a +1/-+1 counter on each creature you contro us a an US 
Creature ~ Ei 21 2, Remove a +1/+1 counter from Spike Rogue: Put a Titania’s Chosen aq Wartho lee 
©: Untap target creature, TE +1/+1 counter on target creature, ‘2, Remove a +1/+1 Creature ~ Bt iN Cea Wao 3 
Shanodin Dryads © courte rom a creature you con: Pata +1/+1 cout on Whoneera player plays a green spell puta +1/+1 cour STam¥ale VISE 
Creature — Dryad 1/1 Spike Rogue. EX on Titania's Chosen. US roma Elf e 
sik Net Ce —e 7 Trained Armodon lee ©: Hagel evens les teste onl ad ole UL 
Spike Soir comes into play with tree +1/+1 counters on i, 2 ~ Elephant rege Weatherseed Treefolk 2008 
on a bs a 2, Remove a +1/+1 counter from Spike Solder: Put a +1/+1 P Creature ~ Treetalk 53 
until end of tur, L counter on target creature, Remove a +1/++1 counter from Spike Tranquil Grove 1® Tami. We Were vo pn 2 gr 
Simian Grunts mer Solder: Spite Sader gets +2/+2 unt end of wm, SH__—Eachanment play, retum Weatherseed Treefolk to its owner's hand. UL 
Creature - Aye 34 Spike Weaver coq C00: tin Ads mime. WLSE Whirlwind 208 
You may play Simian Grunts any time you could play an instant, Creature — Spike a Tranquility 2@ Sorcery 
Echo. UL Spike Weaver comes into play with three +1/+1 counters on Sorcery Destroy all creatures with flying. us 
Skyshroud Archer @ it 2, Remove a +1/+1 counter from Spite Weaver: Put a Destroy all enchantment TEAE-E Wild Dogs ® 
Creature ~ Elf 1/1 +1/+1 counter on target creature, a, Remove a +1/+1 Restelk Mrsie 3% Craw palsy 2 
- ‘ “Ale Counter from Spike Weaver: Prevent all combat damage that 2. At the beginning of it has 
ol glade erm would be dealt by creatures this tun EX toe i dy Ital ay alannah 
Creature — Elf wi Spike Worker e Teo Sueings 2° US 
: 3 Creature — reefolk Seedlings Wid th 
sched Sabian sed deg oe Weta cms it wih 11 cr aCe Reni hy ° 
: 2, Remove a +1/+1 counter trom Spike Worker: Put a pi a enlinal for mana, it produces 
Roe Elite bh +1/+1 counter on target creature. SH forests you control. US additional @ om TAIE- 4 
Spined Wurm 4#@ Treetop Rangers 28 
ee pi — 4 <a " an Winding Wurm 4 
SH,P1 — Treetop can except by creatures wi Echo. US 
ee Mn Sporogenesis 38 “i vane = Wing Snare 2° 
Put a land card from your hand into this Enchantment rumpeting Armodon 
st tn MnP YL aging of yur pon, ou may po fae cour rete ~ Bepont 3 pasty tapet crete wt ig ut 
Skyshroud Troll 2 On target nontoken creature. Whenever a creature is put into a © 4@: Target creature blocks Trumpeting Armodon this turn if Winter’s Gras lee 
fo nt a * praveyar, puta 1/1 green Saprolng creature token into play able Ds P 
: Regenerate Styshroud {or each fungus counter on that creature. When Sporogenesis — Uktabi Orangutan 20 
Snealtioe. op ea hs cr fo aces. US Gn — hn 2 Weed Eves es 
pi nage roopers = Spreading Algae ry ee ee Summon Ei iit 
©: Add @ to your mana pool. SH Spreading enchant When enchanted ; When Wood Elves comes into play, search your library for a 
Sychreed Weer Beast = ted Doce tend tes be kat ae eae eel Seals = ee EX 
Creature — */* is put into a graveyard from play, return Spreading Algae to its ‘ : 
Tap, hd Yr Best one i i, se 21a a ely mtr Worldly Tutor * 
perenne lin Eo nyt ll Stalking Tiger Co pum hut Ries. MABE Search your library fora creature card and reveal that cad 
contrls. ex Seat — Tiger 3 ; Shuttle your library, then put the card ontop of it. MIR,SE 
Song of Serenity 1” ep rt ees eee Unseen Walker t ° Wyluli Wolf 1@ 
Enchanted creatures can't attack or block. EX Stone Frost e — eae paraapacnsrge—P fa I tite 
Spike Breeder *e oe alae F Untamed Wilds se pa rmancg Granger up 
Site Breeder comes ina play wih tree +1/+1 counters ons Search or Rr fra base ad crt and pt hat eat int 2% Whe Varina Granger comes int ply, you may sear 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza's Legacy Black—Common \ 
AL-Alliances WL-Weatherlight EX-Exodus Silver—Uncommon \ 
MR-Mirage TE-Tempest US-Urza's Saga . 


Gold—Rare 


i 


do, shuffle your library. 


Cycling 2. >: Add one colorless mana to your mana pool. US 
—— 


>: Add one colorless mana to your mana pool. >: Add @ 
Or 4 to your mana pool. Brushland deals 1 damage to you. 


1A,5E-BE 
Caldera Lake 
Land 


Caldera Lake comes into play tapped. <: Add one colorless 
mana to your mana pool. <>: Add @ or @ to your mana 
pool. Caldera Lake deals 1 damage to you. 
pictone 


©: Add one colorless mana to your mana pool. @: Add @ 
Of @ to your mana pool. Cinder Marsh doesn't untap during 
your next untap step. 

City of Brass 

land 


Whenever City of Brass is tapped, it deals 1 damage to you. 
are lpepertanammmagets 7 T 
City of Traitors 
Land 


When you play a land, sacrifice City of Traitors. @: Add two 
colorless mana to your mana pool. 


oo 
©: Add one colorless mana to your mana pool. >, Sacrifice 
Crystal Vein: Add two colorless mana to your mana pool. (1 R,GE 
a 


Cycling 2. Drifting Meadow comes into play tapped. <>: Add 
#% to your mana pool US 


TE 


Owarven Ruins comes into play tapped. @: Add @ to your 
mana pool. >, Sacrifice Dwarven Ruins: Add @ @ to your 
mana pool. FE,SE-BE 


Land 
Ebon Stronghold comes into play tapped. <>: Add @& to your 
mana pool. , Sacrifice Ebon Stronghold: Add "he 


Land 

Faerie Conclave comes into play tapped. @: Add one blue 
mana to your mana pool. 1 @: Faerie Conclave becomes a 
2/1 blue creature with flying until end of turn. This creature 
still counts as a land. 


Forbidding Watchtower 
Land 


Forbidding Watchtower comes into play tapped. <>: Add one 
white mana to your mana pool. 1 3: Forbidding Watchtower 
becomes a 1/5 white creature until end of turn. This creature 
still counts as a land. UL 
Gaea’s Cradle 

Legendary Land 

oO: kid @ ee ee nee 
See Banned & Restricted p. 107 

Ghitu Encampment 

Land 


Ghitu Encampment comes into play tapped. <>: Add one red 
mana to your mana pool. 1 @: Ghitu Encampment becomes a 
2/1 red creature with first strike until end of turn. This crea- 
ture still counts as a land. UL 


Ghost Town 


Land 

: Add one colorless mana to your mana pool. ©; Return 
Ghost Town to its owner's hand. Play this ability only during 
another player's turn. TE 


CLE PLAYER’S GUIDE 


ee 

Scenes cis in py toned rip 
rr 
>: Add one colorless mana to your mana pool. @; Add @ 
Or @ to your mana pool. Karplusan Forest deals 1 damage to 
you. 1A,SE-BE 
Maze of Shadows 

land 


land. (It remains a creature until it leaves play.) 
a Springs 


Se ieiaie ens wah pe a ak 


TE 


At the beginning of each player's upkeep, Antagonism deals 2 
damage to that player unless one of his or her opponents was 
dealt damage that tun. US 


Apocalypse 22000 


gree aianbamgemmatager Sorcery 


1A,SE-6E 
Svyelunite Temple 
Land 


Svyelunite Temple comes into play tapped. <>: Add @ to your 
mana pool. G, Sacrifice Svyelunite Temple: Add @ @ to 
your mana pool. FE,SE-6E 


Thalakos Lowlands 


: Add one colorless mana to your mana pool. >: Untap tar- Land 


get attacking creature with shadow. Prevent all combat damage 
that would be dealt to and dealt by that creature this tum. TE 


Mogg Hollows 
Land 


©}: Add one colorless mana to your mana pool. >: Add @ 
ce bye en pl ig See ern 
your next untap step. 


sap 


: pare get a = 
4 creature: Add @@ to your mana pool. 


Pine Barrens 


Land 
Pine Barrens comes into play tapped. <>: Add one colorless 
Mana to your mana pool. <>: Add @ or @ to your mana 


: Add one colorless mana to your mana pool. @: Add a 
or © to your mana pool. Thalakos Lowlands doesn’t untap 
during your next untap step. TE 
gh 


S caltchie pn eles ames 
TE Quarry. @: Add one mana of any color to your mana pool. US 
Tolarian Academy 

Land 
}: Add @ to your mana pool for each artifact you control. 
See Banned & Restricted p. 107 U 
—— 
Treetop Village comes into play tapped. <>: Add one green 
mana to your mana pool. 1 @®: Treetop Village becomes a 


pool, Pine Barrens deals 1 damage to you. TE 3/3 green creature with trample until end of turn. This creature 
Polluted Mire still counts as a land. UL 
Land Underground River 

Cycling 2 Polluted Mire comes into play tapped. >: Add @ Land 

to your mana pool. US Ce eral Geet «endif adhd 
Reflecti or @ to your mana pool. Underground River 

Land ng Pool to you. 1A,5E-6E 
®: Add to your mana poo! one mana of any type that a and = Vec Townships 

you control could produce. Te Land 


re Remote Isle 


Land 
Cycling 2. Remote Isle comes into play tapped. @: Add @ 
to your mana pool. US 
Rootwater Depths 


AN,CH,SE-6E Land 


©: Add one colorless mana to your mana pool. >: Add @ 
<2 alamnel operons pe 
ing your next untap step. 


X Ruins of Trokair 
Land 


Ruins of Trokair comes into play tapped. <>: Add 3 to your 
: Add 3% a to your 
FE,SE-GE 


Land 

Salt Flats comes into play tapped. G: Add one colorless mana 
to your mana pool. @: MSc Onmanls 
Flats deals 1 damage to you. 

Scabland 


land 
Scabland comes into play tapped. @: Add one colorless mana 
to your mana pool. >: Add @ or #* to your mana pool. 


}: Add one colorless mana to your mana pool. <>: Add @ 
Se eet Be hele Sah ee ane, 
your next untap step. 


>: Add one colorless mana to your mana pool, 1 @, @: 
Pen en Serene oe 
Wasteland 

Land 


©: Add one colorless mana to your mana pool. @, Sacrifice 
Wasteland: Destroy target nonbasic land. TE 


Pare ° 


Ti cet nd id imi tid We 
Effects that alter the creature's power alter its toughness 

instead, and vice versa, this turn. UL 
Acidic Soil 220 


Sorcery 
pars etches tm cle gt behg Ld 


SH 


Scabland deals 1 damage to you. TE lands he or she controls. 

Serra’s Sanctum Ather Flash Jun 

Legendary Land Enchantment 

}: Add + to your mana pool for each enchantment you control. Whenever a creature comes into play, AEther Flash deals 2 

See Banned & Restricted p. 107 US damage to it WL,SE 
Aftershock 2200 


Shivan Gorge 
Land 


Legendary 

©: Add one colorless mana to your mana pool. 2 @, @: 
Shivan Gorge deals 1 damage to each opponent. US 
Skyshroud Forest 


UL Land 


Skyshroud Forest comes into play tapped. >: Add one color- 
less mana to your mana pool. >: Add @ or @ to your 
mana pool. Skyshroud Forest deals 1 damage to you. 
be poate 

Cycling 2. Slippery Karst comes into play tapped. <>: Add 
@ 10 your mana pool. US 


Seerteny Crater 


a 2. Smoldering Crater comes into play tapped. @: 
‘Add @ to your mana pool. US 
Spawning Pool 

Land 

Spawning Poo! comes into play tapped. <>: Add one black 
mana to your mana pool, 1 @&: Spawning Pool becomes a 
1/1 black creature with “4: Regenerate this creature” until 
end of turn. This creature still counts as a land, UL 


Stalking Stones 
land 


©: Add one colorless mana to your mana pool, 6 : Stalking 
Stones becomes a 3/3 artifact creature that still counts as a 


Te 


Sorcery 
Destroy target artifact, creature, or land. Aftershock deals 3 


Remove all permanents from the game. You discard your hand. TE 


a 20 
Arc Lightning deals 3 damage divided as you choose among 

any number of target creatures and/or players. US 
Avalanche Riders 3@ 
Creature — Nomad 22 


Haste; echo. When Avalanche Riders comes into play, destroy 
target land. UL 


Balduvian Barbarians 1ee 
Creature — Barbarian 32 

IASE 
Balduvian Horde 220 
Creature — Barbarian 5/5 


When Balduvian Horde comes into play, discard a card at ran- 
dom from your hand. If you don't, sacrifice Balduvian Horde. 


ALE 
Barbed Sliver 20 


22 
All Slivers have “2; This creature gets +1/+0 until end of 
tum?” TE 
Bedlam 
Enchantment 
Creatures can't block. 


Blaze 


Sorcery 
Blaze deals X damage to target creature or player. GE,P1-P2 
> has 12 


Target attacking or blocking creature gets +4/-+0 until end of 
turn. Destroy that creature at end of turn. TE 


hen 3@ 


pons all islands. TE,6E 
Brand oe 


Instant 

Cycling 2. Gain control of all permanents you own, US 
Bravado 1@ 
Enchant Creature 

Se ee 


US 
nai 
Enchantment 
AM the beginning of your upkeep, Bulwark deals to target oppo- 
ee ee ee ee 


S Creature — Siver 


2020 


US 
xe 


than the number of cards in his or her hand. 

Burrowing is 
Enchant Creature 

Enchanted creature gains mountainwalk. 1E-4E,6E 
Canyon Drake 200 
Creature — Drake 1/2 
Flying. 1, ea ee) nen ee yor Cone 
Drake gets +2/+0 until end of turn, 

Canyon Wildcat 3 
Creature — Cat 2 
Mountainwalk. TE 
Chaotic Goo 200 
Creature - Ooze 00 


Chaotic Goo comes into play with three +1/+1 counters on it 
At the beginning of your upkeep, you may flip @ coin. If you win 
the flip, add a +1/+1 counter to Chaotic Goo. If you lose the 
flip, remove a +1/+1 counter from Chaotic Goo. TE 


damage to you. Te Cinder Crawler 1° 
Amok y@ _Preature — Salamander 12 
Enchantment @: Cinder Crawler gets +1/-+0 until end of tur. Play this 

ability only if Cinder Crawler is blocked, EX 


1), Discard a card at random from your hand: pad 


counter on target creature, a 300 
Land 
— Ly = a 08 You control enchanted land. IA,5E-BE 
First strike, HL,6E para ae *e 
Cra — Mier on ont ss a wan 
creature Enchanted creature can 
Sice Mate Shaman Gals | nage tenet cast faa et etre with Cami ic. may pay @ 
Anarchist 1e to end this effect. SH 
Creature — Townstolk n ae +00 
wine eae oe ne Wr ms at 
Ancient Runes “ce 
Enchantment Craven Giant a 
At the beginning of each player's upkeep, Ancient Runes deals cr ohind ia 
to that damage to the number of artifacts he or 
pled ny = TE sos og nese 
— 3 © Fiving, 3%, >: Crimson Hele deals X damage to target 
creature. Only red mana may be spent this way. MASE 
4E-Fourth Edition P1-Portal AN-Arabian Nights DK-The Dark 
5E-Fifth Edition P2-Portal: Second Age © AQ—Antiquities FE-Fallen Empires 
6E-Classic CH-Chronicles LE-Legends \A-Ice Age 


2 
Enchant Creature 
@: Enchanted creature gets +1/+0 until end of turn. @: 
Return Crown of Flames to its owner's hand, TE 
3@ 
Sorcery 


Tap target creature, That creature deals damage equal to its 
power to another target creature. 


22@ 
Creature — Knight a 
You may play Defender of Chaos any time you could play an 
instant. Protection from white, UL 
1ee 
Enchant Creature 


Ti ee 
er, that player sacrifices a land. 


Ss 
Sorcery 
ne valor pint mrs nae 
er who controls a white creature. 

- 
Enchant Creature 


Dizzying Gaze may enchant only a creature you control. @: 
Enchanted creature deals 1 damage to target creature with 
flying. EX 


220 
Creature — Lizard 273 
ne EAE 

until end of turn, 
° 

Creature — Insect 
1 @: Target creature can't block Duct Crawler this turn, My 
x@ 

Sorcery 

Earthquake deals X damage to each creature without flying and 
- bach player. 1E-GE,P1-P2 
~~ 

Creature — Beast 
Wess ip hl conat tage tteig pau 
deals damage equal to its power to each blocking creature. US 
12e 
Creature — Licid Ww 


@. : Enraging Licid loses this ability and becomes an 
enchant creature that reads “Enchanted creature has haste.” 
Enchant target creature with Enraging Licid. You may pay @ to 
end this effect. TE 


12 

Instant 
Creatures without flying can’t block this turn. US 
xee 


rare 3. ents eno ee a, 
creature or player. 

Ps 
Instant 
Fault Line deals X damage to each creature without flying and 


each player. US 
22@ 

Enchantment 

Creatures you control gain haste, WL,6E 
12e 

Enchant Creature 


When Fiery Mantle is put into a graveyard from play, return 
Fiery Mantle to owner's hand. @: Enchanted creature gets 


+1/+0 until end of turn, US 


e 
Instant 
For each blocking creature, flip a coin. If you win the flip, pre- 
vent all combat damage that would be dealt by that creature 
this turn, EX 
ee 
Instant 
Take another turn after this one. At the end of that turn, you 
lose the game, MR,SE 
220 
Creature — Insect 2 
©: Fire Ants deals 1 damage to each other creature without 


flying. US 
3020 
Creature — Elemental 5/4 
1E-4E,6E 
2 

Enchant Creature 
@: Enchanted creature gets +1/+0 until end of tum. MR,1E-6E 
3@ 
Creature — Insect vi} 
Flying. @: Firefly gets +1/+0 until end of turn. TE 
1e 


Creature — Wizard Ww 
e: once mahal ti eal 
and 1 damage to you. 


1 ; 
HL-Homelands Vi-Visions 
AL-Alliances WL-Weatherlight 
MR-Mirage TE-Tempest 


Sorcery 
Target creature gets +3/+3 and gains first strike until end of 
tum. WL,6E 


42 

Creature — Spirit 23 
@: Flame Spirit gets +1/+0 until end of tum. fA, 5E,6E 
3e800 


TE Sorcery 


Flame Wave deals 4 damage to target player and each creature 


he or she controls. SH 
32 

Sorcery 

Destroy all plains. 1E-6E,P1 
12 

Instant 


As an additional cost to play Fling, sacrifice a creature. Fling 
pap als amet cat 
Creature or player. 


ms 

Enchant Creature 
@: Enchanted creature gets +1/-1 until end of tun. = SH 
3@ 


Sorcery 
ee et ee 
Destroy target land. 


Playtest Variant 


During Urza's Destiny development, 
Academy Rector, Gamekeeper, and = 
Viashino Archeologist were designed as 
three virtually identical cards. They 


card of a specific type and put it into 
when they went to your graveyard— 
Academy Rector would fetch an enct 
ment, Gamekeeper would fetch a creé 
and Viashino Archeologist would - 


42 

Creature — Beast 33 
Haste, ©: Flowstone Hellion gets +1/-1 until end of tum, SH 
420 

Creature — Beast 4/5 
Trample, @: Flowstone Mauler gets +1/-1 until end of tun. SH 
300 

Creature — Salamander 34 


@: Flowstone Salamander deals 1 damage to target creature 
blocking it. TE 


220 
Creature — Beast 22 
@: Flowstone Shambler gets +1/-1 until end of tum. © SH 
32e@0 
Creature — Drake 33 
Flying. @: Flowstone Wyvern gets +2/-2 until end of turn. TE 
32 
Creature — Elemental 33 
@: Target creature can't be regenerated this turn. EX 
1220 

Enchantment 


It a source would deal damage, it deals double that damage 


instead. TE 


20 
Creature — Spirit W 
Haste, @: Furnace Spirit gets +1/+0 until end of turn. SH 


Sorcery 
Search your library for a card, put that card into your hand, 
then discard a card at random from your hand. Then shuffle 


your library. US 


o 
Creature — Nomad 
®, Sacrifice Ghitu Fire-Eater; te Fete tl oma 
equal to its power to target creature or player. UL 
— 
Creature — Nomad 


Echo. When Ghitu Slinger comes into play, ti 2 
target creature or player. 


2 “ 
Enchantment 
SH-Stronghold UL-Urza's Legacy 
EX-Exodus 
US-Urza's Saga 


@: Target creature gets +1/+0 until end of turn. UL 


ee 
Enchant Creature 
Enchanted creature gets +2/+2. LETE4E-6E 
1e 
Enchantment 


Sacrifice a creature: Goblin Bombardment deals 1 damage to 


©: Exchange target artifact a player controls for target arti- 
fact card in that player's graveyard. UL 


20 
Enchant Creature 
Enchanted creature gets +1/+0 for each mountain you 
control, 


20 


tarpet creature or player. TE Creature — Cat 22 
@ Protection from blue. US 
Creature — Goblin a 1020 


Whenever Goblin Cadets blocks or becomes blocked, target 
Opponent gains control of it. (This removes Goblin Cadets trom 


combat) US 
e 
Creature — Goblin i" 
©, Sacrifice Goblin Digging Team: Destroy target Wall 
DK,CH,SE-6E 
12 
Creature — Goblin 22 
Whenever Goblin Elite Infantry blocks or is blocked, it gets 
-1/-1 until end of turn. MR SE 
a 
Creature — Goblin 
DK se-8e 


All Goblins get +1/+1 and gain mountainwalk. 1E-6E 

2 
Creature — Goblin Ww 
ap papene vert aaa 
a Goblin card from your hand into play. 


= 
Creature — Goblin Ww 
When Goblin Matron comes into play, you may search your 


library for a Goblin card. 1 you do, reveal that card and put it 


into your hand. Then shuffle your library. US,P2 
22@ 
Creature — Goblin WW 
Whenever Goblin Medics becomes tapped, it deals 1 damage to 
target creature or player. UL 
x128e@ 

Sorcery 
Put X 1/1 Goblin creature tokens into play. US 
e 
Creature — Goblin 2 
Haste; echo, US 
12e 
Creature — Goblin 22 
Goblin Raider can't block. US 
1e 
Creature — Goblin WW 


When Goblin Recruiter comes into play, search your library for 
any number of Goblin cards you choose. Reveal those cards, 
then shuffle your library and put them on top of it in any order 


you choose, Vi,SE 
220 
Creature — Goblin 2/2 
Mountainwalk. US 
12 
Creature — Goblin 22 
Echo. US 
22@ 
Enchantment 
2 @, Sacrifice two Goblins: Put three 1/1 red Goblin creature 
tokens into play, FESE-SE 
e 
Creature — Goblin Ww 
Black-Common 
Sitver—-Uncommon 
Gold—-Rare 


> 


Sorcery 

Hammer of Bogardan deals 3 damage to target creature or 
player. 2 @@@: Return Hammer of Bogardan to your 
hand. Play this ability only during your upkeep and only if 


Hammer of Bogardan is in your graveyard, MA,SE 
22 
Enchantment 
Instants and activated abilities other than mana abilities can't 
be played during the combat phase. TE 
1e@ 
Enchantment 
Whenever an opponents plays a white spell, he or she loses 2 
life. TE 
1e@ 
Instant 
Attacking creatures gain first strike until end of tum. © US 
12 
Creature — Sliver Ww 
All Slivers have haste. TE 
12e@ 
Enchantment 
Whenever 2 creature blocks, Heat of Battle deals 1 damage to 
that creature's controller. SH 
x@ 
Instant 
Heat Ray deals X damage to target creature. US 
300 
Creature — Giant 5/5 
Hulking Cyclops can't block. VIBE,P1 
3e@8e 
Sorcery 


Each player may bid life for control of target creature. You 
begin the bidding at 0. Proceeding in turn order, each player 
may top the high bid. The auction ends when the high bid 
Stands. The high bidder loses life equal to the high bid and 
Gains control of the creature, MR.5E 
12 
Enchantment 
At the beginning of your upkeep, if there are seven or more 
lands in play, sacrifice Impending Disaster to destroy all lands. 
UL 


520 
Instant 
Inferno deals 6 damage to each creature and each player 
OK AE-GE 
22 
Enchantment 
All creatures block if able. The attacking player chooses how 
each creature blocks. (A// blocks must be legal) SH 
2 
Creature — Hound an 
Whenever Jackal Pup is dealt damage, it deals that much dam- 
age to you. TE 


3@0 


Sorcery 
Jagged Lightning deals 3 damage to target creature and 3 


damage to another target creature. us 


420 


Sorcery 
Destroy all artifacts, creatures, and lands. They can't be regen- 
erated. IA,SE-6E 


20 
Creature — Wizard 12 
@. >: Keeper of the Flame deals 2 damage to target opponent. 
Play this ability only if that player has more life than you. EX 
12e@ 

Instant 
Kindle deals to target creature or player damage equal to the 
humber of Kindle cards in all graveyards plus 2. TE 
° 

Instant 
Sacrifice any number of creatures. Last-Ditch Effort deals that 
much damage to target creature or player. Ut 
42 

Sorcery 
Lava Axe deals 5 damage to target player. UL.P1-P2 
30 

Sorcery 
Cycling 2. Destroy target land. US 
32 

Instant 


Lightning Blast deals 4 damage to target creature or player. 
TE6E 


CLE PLAYE 


with lesser power, destroy the creature with the lesser power. TE 


R’S GUIDE 


eo 


De Sorcery 


Enchantment 
At the beginning of each player's upkeep, if that player has 


As an additional cost to play Raze, sacrifice a land, Destroy 


Flying. @ @ @: Put Shard Phoenix into your hand. Play this 
ability only if Shard Phoenix is in your graveyard and only dur- 
ing your upkeep. Sacrifice Shard Phoenix: Shard Phoenix deals 


Creature — Dragon 4/4 target land. US 2 damage to each creature without flying. SH 
Flying; echo. @: Lightning Dragon gets +1/+0 until end of less life than target opponent, he or she may have Oath of 30 1e 
US Mages deal 1 damage to that opponent. EX Creature — Wizard 2/2 Instant 

200 3 @@ 1 @: Reckless Embermage deals 1 damage to target crea- Destroy target artifact. IA,TE,1E-6E 
Creature — Elemental 4/1 Creature — Ogre 3/3 ture or player and 1 damage to itself. MR,6E re 
Haste. TE 2, Discard a card at random from your hand; Ogre Shaman 3@ Instant 

2@q Meals 2 damage to tarpet creature or player. EX Creature — Ogre 3/2 Buyback 3. Destroy target artifact. EX 
Creature — Giant 43 1P@ Whenever Reckless Ogre attacks alone, it gets +3/+0 uni 200 

oe el a leaivtveine 
a power 2 all artifacts. They can't be AQ,3E,5E-6E 

Creature — Wizard sh attacks. Okk can't block unless a creature with greater power Enchant Creature rere hey 200 
©, Discard a card at random from your hand: Mage ec ‘#80 blocks. US Enchanted creature has first strike. US Enchant Creature 
deals 1 damage to target creature or player. EX e 2e0e emer PREG tial ooo 

3@@ {uhantnent Sorcery creature gets +1/+0 until end of turn 
Creature — Elemental ty Whenever you play a creature spell, tap target creature. EX  iJntap all creatures that atacked this turn. You get an addtion- 


Magmasaur comes into play with five +1/+1 counters on it. At 
the beginning of your upkeep, you may remove a +1/+1 count- 
er from Magmasaur. If you don't, sacrifice Magmasaur to have 
it deal damage equal to the number of +1/+1 counters on it 
to each creature without flying and each player. TE 
30 
Enchantment 
Whenever a player taps a land for mana, Manabarbs deals 1 
damage to him or her. 1E-6E 


EX 
xe 


Enchant Creature 
Enchanted creature gets +2/+2 and can't block. 


Sorcery 
Destroy each artifact with converted mana cost X or less. US 
1e 


Sorcery 
Mob Justice deals to target player damage equal to the number 
of creatures you control. 


Creature — Goblin 
©: You and target opponent each choose a target creature the 
other controls. Flip a coin. If you win the flip, destroy the crea- 
ture you chose. If you lose the flip, destroy the creature your 

opponent chose. EX 


Creature — Goblin 
When another creature comes into play, sacrifice Mogg 
Bombers to have it deal 3 damage to target player. 


Creature — Goblin 22 
Mogg Conscripts can't attack unless you've played a creature 
spell this turn, 


2 
Creature — Goblin Ww 
Sacrifice Mogg Fanatic: PRieh en een 
Creature or player. 
i 
3/3 
SH 


32@0@ 


Creature — Goblin 
Mogg Flunkies can't attack or block alone. 


Sorcery 

Destroy all creatures target player controls. For each creature 
put into a graveyard this way, put two 1/1 red Goblin creature 
tokens into play under that player's control. SH 


Creature — Goblin iT] 
Whenever Mogg Maniac is dealt damage, it deals that much 
damage to target opponent. SH 
° 
Creature — Goblin i} 
Sacrifice a Goblin: Target creature gets +1/+1 until end of 
tum. TE 
1e 
Creature — Goblin 33 


Mogg Squad gets -1/-1 for each other creature in play 


Creature — Hydra wi 
1 @@: Pul a +1/+1 counter on Molten Hydra. >, Remove 
all +1/+1 counters from Molten Hydra; Molten Hydra deals X 
damage to target creature or player, where X is the number of 
counters removed this way. UL 


Creature — Hound 
Monstrous Hound can't attack unless you control more lands 

than defending player. Monstrous Hound can't block unless you 
control more lands than attacking player. 


Creature — Goat 

Mountainwalk. 1A,5SE-6E,P1 
3@ 

Enchantment 

Whenever a creature blocks or becomes blocked by a creature 


22@ 

Creature — Soldier 22 
©: Opportunist deals 1 damage to target creature that was 

dealt damage this tun. TE 

1ee 

Creature — Ore 1/3 


©: Orcish Artillery deals 2 damage to target creature or 


player and 3 damage to you. 1E-6E 
30 
Enchantment 
Attacking creatures you control get +1/+0. 1E-6E 
xe 
Instant 
bearer apna lamas 
weren't blocked. 
Bs 
Creature ~ Beast “8B 


As Pallimud comes into play, choose an opponent. Pallimud’s 
power is equal to the number of tapped lands the chosen 
player controls. TE 
32 
Enchantment 
Whenever a creature comes into play, that creature's controller 
may have it deal damage equal to its power to target creature 
or player. EX 
le 
Instant 
Choose one—Parch deals 2 damage to target creature or 
player; or Parch deals 4 damage to target blue creature. UL 
le 
Enchant Creature 
At the beginning of the upkeep of enchanted creature's con- 


TE ‘roller, reveal the top card of that player's library. If that card 


is a land card, destroy enchanted creature. Otherwise, enchant- 
ed creature gets +3/+3 until end of turn. (Return the card to 
the top of the player's library, face down.) EX 

lee 


Sorcery 
Destroy target artifact or land. It can't be regenerated. AL,GE 
1e@ 


Instant 
Price of Progress deals 2 damage to each player for each non- 
basic land he or she controls. EX 

1@ 
Creature — Lizard 1" 
Pygmy Pyrosaur can't block. @: aid whi 
until end of turn, 


es ee 
VI,GE,P2 
42 
Creature — Soldier 33 
First strike. Whenever Renegade Warlord attacks, each other 


attacking creature gets +1/+0 until end of turn. TE 


200 
Creature — Viashino 43 
Whenever Retromancer becomes the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability’s controller. US 
22 

Enchantment 
At the beginning of each player's upkeep, if that player controls more 
lands than any other, Rivalry deals 2 damage to him or her. UL 
xee 


Sorcery 
Rolling Thunder deals X damage divided as you choose among 
any number of target creatures and/or players. TE 
32 
Sorcery 
Destroy all nonbasic lands. SH 
302 
Enchantment 


At the beginning of your upkeep, you may put a verse counter 


on Rumbling Crescendo. @, Sacrifice Rumbling Crescendo: 
Destroy up to X target lands, where X is the number of verse 
Counters on Rumbling Crescendo. us 
4@ 
Creature — Drake 3/2 
Flying; first strike. EX 
2@ 
Creature — Tiger 2 
First strike, IA,5E-6E 
2008 
Creature — Soldier 13 


First strike. @: Sandstone Warrior gets +1/+0 until end of 
tum. TE 


le 
Enchantment 
Whenever a player taps an island for mana, Scald deals 1 
damage to that player. 


Creature — Salamander 
Whenever Scalding Salamander attacks, you may have it deal 1 dam- 
age to each creature without flying defending player controls. EX 

Xe 


ibe Sorcery 


Enchantment 

3, Discard a card at random from your hand: Pyromancy 
deals to target creature or player damage equal to the convert- 
ed mana cost of the discarded card. UL 


4e 


Sorcery 
Pyrotechnics deals 4 damage divided any way you choose among 
any number of target creatures and/or players. LE,4E—SE,6E 


As an additional cost to play Scorched Earth, discard X land 


cards from your hand. Destroy X target lands, TE 
ce 

Creature ~ Wurm 

I oa ow, a 

return Scoria Wurm to its owner's hand. Us 


2@ 
Instant 
Cycling 2 Destroy target artifact. 


20 US 

Instant 2 
Destroy two target artifacts. UL Instant 

@ Buyback 4. Searing Touch deals 1 damage to target creature 

Creature — Goblin 1/1 or player. TE 

Haste. EX,6E,P1-P2 2 
4e@ Sorey 

Sorcery Buyback &. Target creature gets +3/+0 until end of turn. SH 

Destroy two target lands. US e220 


2@@  fnchantment 
EX Creature — Dragon 5/5 Discard a land card from your hand: Seismic Assault deals 2 
° ee ee eee ee ee damage to tarpet creature or player. EX 
1/1 you sacrifice two mountains, a 
Bi Sorcery 
Creature — Ape 2/2 Shadowstorm deals 2 damage to each creature with shadow. TE 
When Ravenous Baboons comes into play, destroy target nonba- 420 
sic land. EX Creature — Phoenix 22 
1E-Alpha/Beta 4E-Fourth Edition P1—Portal 
2E-Unlimited 5E-Fifth Edition P2--Portal: Second Age 
6E-Classic CH-Chronicles 


a 

Creature ~ Dragon 55 

Flying.  @: Shivan Hellkite deals 1 damage to target crea- 
ture or player. US 


Creature — Phoenix 
Flying. When Shivan Phoenix is put into a graveyard trom play, 
return Shivan Phoenix to its owner's hand. UL 


Creature — Lizard 
First strike; haste, Echo. 


Instant 
Shock deals 2 damage to target creature or player. 


Creature — Insect 
Whenever Shocker deals damage to a player, that player dis- 
cards his or her hand, then draws that many cards. TE 


Instant 
Shower of Sparks deals 1 damage to target creature and 1 
damage to target player. US 


Enchant Creature 

Enchanted creature can’t block. When Sluggishness is put into a 

graveyard from play, return Sluggishness to its owner's hand. UL 
3e 


le 


Enchantment 

@: Put a creature card from your hand into play. That crea- 
ture gains haste until end of turn, Sacrifice the creature at end 
of turn. US 


1e@ 


Instant 

As an additional cost to play Sonic Burst, discard a card at 
ore hoes prt galagalalammeiniy 
creature or player. 


te 
Enchantment 
Whenever a player plays a spell, Spelishock deals 2 damage to 
that player. EX 


3e@ 
Creature — Drake 22 
Flying. @: Spitting Drake gets +1/+0 until end of turn. No 
more than @ may be spent this way each tum, Vi,bE 


le 


Sorcery 
Spitting Earth deals to target creature damage equal to the 
fumber of mountains you control, MR,6E,P1-P2 
3e2e 
Creature — Hydra 00 
Spitting Hydra comes into play with four +1/+1 counters on it 
1 @, Remove a +1/+1 counter from Spitting Hydra: a 
Hydra deals 1 damage to target creature, 


Creature — Legend 
©: Destroy target artifact or creature. That permanent’s con- 
troller gains control of Starke of Rath. TE 


20 


os 
22 


Sorcery 
a ee nen 
U 


IA.MR,TE,1E-6E,P1-P2 
le 


TE 
3@ 


of A 
fumber of cards in his or her hand. TE 


Sorcery 
Destroy target land. 


Instant 
Target creature can't block this tun, Draw a card. 


3@ 
Enchantment 
Ha red spell would deal damage, it deals that much damage 


AN-Arabian Nights DK-The Dark 
AQ-Antiquities FE-Fallen Empires 
LE-Legends Ih-Ice Age 


instead. us Castle Se Sey yD of a ie cal pay 
~ instant, Protection 
Thngars Rae 0 WE er ccncee- oa Ree ; 
Ee eee = Snes tree D* a 2** i at - 
creatures have protection US from the permanents he or she controls attacking you 
Sean ee oon ~ Saites ee 1* ppl cap porelpeeanepte ppl Devout Harpist * 
js MRGE on fies the rest. EX Creature - Townstlk iN 
Thundering Giant 3 @@ Ail creatures have protection from red. US Catastrophe 4% mun aneee. Be 
ae See 5 fen RS OD en sac Wg 
bse First strike. 3: Target creature gains first strike until end of can't be regenerated. US Cycling 2. Protection from black 
a pec sge an TE Celestial Dawn ew Disciple of Law 1 
a sips —— a - Nonland cards you own that are’ in pay are wit. Nonland —Cyling 2. Protection frm red US 
a Se c0 Ne reat Se lanai “ 
beginning a verse counter on ones an. MIR,SE Destroy target artifact or enchantment. A,MR,TE,US,1E-BE 
ot Toc omy 2, Sotho gh Sm as wna eerie 1 — 2* ieee Eanelirnistion 2** 
Enchant 
om. es Angelic Chorus 3 ae ae Enchanted creature can't attack. When Cessation is put into @ Enchanted creature gets +3/+3. LEAE-6E 
Tremor @ Enchantment Qraveyard trom play, return Cessation to its owner's hand. UL Ekundu Griffin 3% 
Sorcery pepo ymyat rok haa one * Cte - i an 
creature without Gain life equal to its toughness. Flying; 
es a Wisep2 aah oad 1* Buyback %. Target creature can't attack this turn SH Flite Archers 5% 
Vertigo eo — Spirit 1 Charging Paladin 2% Creature — Soldier 33 
Instant Fees abe ote UL pals Hh Pe roti fue tle 
Vertigo deals 2 damage to target creature with flying. That Angelic Page ta Whenever Charging Paladin attacks, it gets +0/+ A ing creature, 
creature loses flying until end of turn, 'AGE Creature - Spirit i rs = Bite Javelineer ~~ 
s attacking V+ 
ta 70h pple ee US itt Hs We i en ck | ma 
Viashino creatures if able, j 3% Cycling 2. Destroy tarpet enchantment. attacking creature. 
it Bey attacks, all you control attack z hagelc — 2 Clergy en-Vec vs Ea Enlightened Tutor . 
Viashino Cutthroa Whenever Angelic Protector becomes the target of 2 Creature ~ Cleric 
Grain asin : se wer aim lana eos ie 20s3 eal al to ©: Fv a 1 eget wo et suas pr oy aria sleek a 
Viashino Cutthroat to its owner's : TE creature or player this turn TE reveal that car. Shutle your library, then put the card ontop 
oe UL Animate Wall * Cioudchaser Eagle -* atit MA,6E 
Viashino Heretic 00 ‘fameme Erase * 
Creature — Viashino 1/3 Enchanted creature may attack as though it weren't a Wall. Fa he on cme i 9 
1 @, &: Destroy target artifact. Viashino Heretic deals to 1E-8E enchantment. TE fant etna fn be ae UL 
ae oe Anoint * Congregate 3% Ethereal Champion onse 
Viashino Ouride 22 Deck tenet 3 oman twee et Lpusieechatbil Gipuk enienkcc US Pay 1 lite: Prevent the next 1 damage to Ethereal Champion 
Creature — Viashino 4/3 tarpet creature this tun TE Contemplation pax this turn, MASE 
Echo. US Archangel 5% incharine berei ~ Exatted Drogen one 
Viashino Runner 3@ Creature — Angel Whenever you play a spell, you = 
meee koe nikita kode” Flying. Attacking doesn't cause Archangel to tap. “ Convalescence 1* en nee ee ee ee 
tures. US Ardent Militia os Ah pe, pf 10, Exit 2% 
Viashino Sandscout 1e 1 Iie 
Creature — Viashino ar faut Goat tome heb Ss op WL,SE ph 1s poo poets yet dmb lade! 
Haste. magedd 3* toughness. 
Viashino Sandswimmer 2008 pl “a Soule puciiek bcten vad Expendable Troops os 
Creature — Viashino 3/2 Destroy all lands. 1E-BEPI-P2 owner's hand. SH Creature — Soldiers u 
@: Flip a coin. if you win the flip, return Viashino Sliv 2% CoP: Black yx ©, Sacrifice Expendable Troops: Expendable Troops deals 2 
Sandswimmer to its owner's hand. you lose the fp, sacrifice AIF Sliver pl ani damage to target attacking r blocking creature, UL 
Vashi Sandsxtamer US i Sivers have “2: Ts caps + ted se bk ak vee ar aon Faith Healer v* 
Viashino Warrior 32 tun damage to you this turn, prevent that damage. 1A,TE,1E~GE Creature ~ Cleric i Se 
Creature — Viashina a an CoP: Blue pe Sacifice an enchantment: You gan comme 
mase Armored Pegasus - : pr US 
Viashino Weaponsmith 30 =_— TESEP1 The next time a blue source of your choice would deal Field of Souls 2** 
on bs damage to you this tr, prevent hat damage. IA,TE,1E-6E Exchanent 
Whenever Vashino Weaponsmith becomes blocked, it gets Auratog se tax Whenever a nontken creature is pt into your graveyart 
2/+2 until end of tun for each creature blocking i. US Creature — Atog V2 CoP: Green fn 7 re 
+2/+ 400 ee eee ana, ennai series inte play. 
i Wg - pasnala Angel 90 tana by Bis nn ol bal mage IATE1E-8E Fltckering Wert : 
Van ese “ree afin wuld tots pp on tly = soa ta poaion he te Seon ec soe 
fs phi hag Wy os 1: The ert ime 2rd sure of your choice wold dal ree et Wa ei a 
Wee a mn pH TE damage to you this turn, prevent that damage. 1A,TE,1E-6E ouner’s bead, 
Vug Lizard 120 Bada © CoP. Shadow ¥* Gallantry ve 
Enchantment Instant 
+ sone 24 | oe al oben ce te te ree win sat sib aaiaenaee 
a ee perth on besed SH woud deal amape oo hs tur, pret hat damage, TE et Waking cate pets - 
a "as Blessed Reversal Oo CoP: White ** Gerrard's Battle Cry * 
Wal of iain cs 2 gh thd stow, TE SO ach cet tain ee. «ULPI 1: The et time awit sor of your ccs wd eal SO at strat al an ole TE 
oo P@® brilliant Halo We damage oyu tis tun, prevent hat damage, IATE,IE-6E 2 *: ri 
5 ee ue Crusade oq Seen kien 
rea dte pb +sond att 1E-6E Seon slip. Mies anes Ios a ba 
Sak ot Baers "9 ier fom pl, tn ea Hl ws wn ene ie Nanna's Castody Be 
Sa S Burst of E * Creature — Griffin gj Enchantment 
saad Artitats cant be the target of spls or abilities, == TE 
ee * tal is eee ten ee oe Healing Salve * 
ha amo, 2 a Calming Licid 2% D/Avenant Archer 2% ; 

Choose 3 life; or prevent the next 3 
py pea 100 cu Lic loses this ability and becomes an #0 poo = eR fan op me Po ot MRIS EE 
—_ sures four tnd, Wire das 4 damage i ea ant a blocking creature. LE,CH SE-6E oy eee ap 
tc Nea a ceeieaanaae tos ae 2%, ©: any Balsa deals 2 damage o target stacking o 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza's Legacy —— 

AL-Alliances WL-Weatherlight EX-Exodus " 
MR-Mirage TE-Tempest US-Urza's Saga 


oy 


blocking creature. WL,SE 
— of Serra 2** 
— Angel a4 
fae echo. Attacking doesn't cause Herald of Serra to tap.US 
Hero's Resolve 1* 
Enchant Creature 
Enchanted creature gets +1/+5. TE6E 
2* 


Hidden Retreat 
Enchantment 


Put a card from your hand on top of your library: Prevent 
all damage that would be dealt by target instant or sorcery 
this turn. SH 


High Ground * 
Enchantment 
Each creature you control may block one additional creature. 
(All blocks must be legal.) EX 
Honor Guard * 
Creature — Soldier Ww 
%: Honor Guard gets +0/+1 until end of turn. 

1* 


Hope and Glory 
Instant 

Untap two target creatures. Each of them gets +1/+1 until end 
a U 


tun. 

Humble 1* 

Instant 

oe eee ee ee 
us 

funlity 2** 

Enchantment 

NJ creatures lose all abilities and become 1/1. TE 


Icatian Town 5* 


Put four 1/1 white Citizen creature tokens into play.FE,SE-8E 
Infantry Veteran * 


{card from your graveyard to your hand. 


ACLE PLAYER’S GUIDE 


a age Archer ** 

Creature — Soldier 22 
First strike. Longbow Archer blocks as though it had flying. V1,GE 
Marble Titan 3% 
Creature — Giant 3 


Creatures with power 3 or greater don’t untap during their con- 
trollers’ untap steps. TE 
Martyr's Cause 
Enchantment 


Sacrifice a creature: The next time a source of your choice 


2* 


would deal damage to target creature this turn, prevent that 
damage. UL 
Master Decoy 1* 
Creature — Soldier 12 
*, }: Tap target creature. TE 
Mesa Falcon 1* 
Creature — Bird Ww 
Flying. 1) #%: Mesa Falcon gets +0/+1 until end of turn, 
L5E-6E 

Monk Idealist 2* 
Creature — Cleric 2/2 


pe oo hr 
Monk Realist 


1* 

Creature — Cleric iT 
ee 

US 

Mother of Runes * 

Creature — Cleric Ww 


&: a ee ee 
of your choice until end of turn. 

Mounted Archers fn 
Creature — Soldier 213 
Mounted Archers blocks as though it had flying. =: Mounted 


Creature — Soldier Wi Archers may block an additional creature this tum. (Al/ blocks 
©: Target attacking creature gets +1/+1 until end of tum, US still be legal.) TE 

vise Nomads en-Kor * 
intrepid Hero 2% Creature — Soldier 1 


Creature — Soldier 
&: Destroy target creature with power 4 or greater. 
arma 


reel °. ci lr Saadeh olga 
damage to you this turn, prevent that damage. 
Iron Will 

Instant 

Cycling 2. Target creature gets +0/+4 until end of turn. UL 
Karmic Guide 3** 
Creature — Spi 22 


i" 
US 
1* 


. 


Fag, proton fom black; ache. When Karmic Gade comes 
into play, if you played it from your hand, return target crea- 
ture card from your graveyard to play. UL 


©: The next 1 damage that would be dealt to Nomads en-Kor 
this turn is dealt to target creature you control instead. SH 


Oath of Lieges 1* 
Enchantment 


At the beginning of each player's upkeep, if that player controls 
fewer lands than an opponent, the player may search his or her 


ptt Lagoa og tN ed adage _—— 1* 
creature or player this turn. 
Orim’'s Prayer Pa Tn ot dong bdo ot tpt 
Enchantment Creatures this turn, prevent that damage. us 
Whenever a creature attacks you, you gain 1 life, TE Regal Unicorn 2% 
Pacifism 1% Creature — Unicorn 23 
Enchant Creature 6E,P1 
Enchanted creature can't attack or block  MRTEUSSE Aemedy 1* 
Paladin en-Vec 1 tee Instant 
Creature — Knight 2/2 Prevent the next 5 damage divided any way you choose among 
First strike, protection from black, protection from red © EX any number of tarpet creatures and/or players. VI6E 
Pariah 2% Remembrance 3% 
Enchant Creature Enchantment 
All damage that would be dealt to you is dealt to enchanted Whenever a nontoken creature you control is put into a grave- 
aan w Satie Cea oersiniteme 
you your 
Path of Peace 3% hand. Then shfle your library. Us 


Sorcery 
Destroy target creature. Its owner gains 4 life. US,P1-P2 
Peace and Quiet 1* 
Instant 


Repentance 2* 


Sorcery 
Target creature deals damage to itself equal to its power. TE 


Destroy two target enchantments, UL — 1* 
on ay ss Destroy target creature with power 4 or greater. It can't be 
2%, Discard a card from your hand: You gain 3 lie, «EX egemerated AL,BE 
Pear! Dragon awe Aesistance Fighter * 
Creature — Dragon aig Sreature ~ Soldier Wi 
Flying, 1%: Peart Dragon gets +0/-+1 until end of tun,  @ifice Resistance Fighter: Taryet creature deals no combat 
minse “amage this tur, VI6E 
Pegasus Charger 2% a Damage 1** 
Fn Fito Hd pb teeta taerabag te 
turn, to 
— Refuge 3% pa Cae gain goons 
2, etc oa ht a Rolling Stones t* 
creature token with flying into play. . oo 
may attack as though they weren't Walls, SH 
—— 0% PoP: Artifacts a 
Enchantment 


Buyback—Sacrifice a land. Put a 1/1 white Pegasus creature 
token with flying into play. EX 
Penance 2* 
Enchantment 

Put a card from your hand on top of your library: The next time 
er ee ee ee eee 


this tur, prevent that damage. 

library fr a basic land card and put that card into play. The 

player then shuffles his or he library ex Planar Birth “ 
Opal Acrolith 2* Fenn el Wel oe ve ei 
Enchantment 


Whenever an opponent plays a creature spell, if Opal Acrolith is 
an enchantment, Opal Acrolith becomes a 2/4 Guardian crea- 
ture. © : Opal Acrolith becomes an enchantment. US 


Opal Archangel 4* 
Enchantment 


ee ee len Wen an pponet plays a creature spel, Opal hme is 

Se a my samant ml, Sian anm oe 

ao X Opal Avenger 2* 

bl 3 Enchantment 

Auttacs, creatures, and lands your opponents play come into rt bad ag oe bl rad ties 

fa trp LESE-GE  Onal Caryatid * 
3% Enchantment 


Kjeldoran Royal Guard 
Creature — Soldier 


©: All combat damage that would be dealt to you by 
unblocked cratures this turn is dealt to Kjeldoran Royal Guard 

instead. 1A,5E-BE 
Knight Of Dawn 1** 
Creature — Knight 22 
First strike, 3# 4; Knight of Dawn gains protection from the 

color of your choice until end of turn. TE 


Knighthood 2* 
Enchantment 


2/5 When an opponent plays a creature spel if Opal Caryatid is an 


enchantment, Opal Caryatid becomes a 2/2 Soldier creature. US 
Opal Champion 2* 
Enchantment 

When an opponent plays a creature spell, if Opal Champion is 


an enchantment, Opal Champion becomes a 3/3 Knight crea- 
ture with first strike, UL 


Opal Gargoyle 1* 
Enchantment 


Creatures you contol have fist tie i, meceeatt sot oh meee ci pach wg 
Kor Chant 2% with flying, US 
Instant 

Ai fanage tal wold be dea oe create tis tun om 2 an iid 


4 source of your choice is dealt to another target creature 


When an opponent plays a creature spell, if Opal Titan is an 


instead. EX enchantment, Opal Titan becomes a 4/4 Giant creature with 
Lancers en-Kor 3 #3 — protection from each of that spel’s colors. us 
Creature — Soldier 33 Qracle en-Vec 1* 


Trample. ©; The next 1 damage that would be dealt to 
Lancers en-Kor this turn is dealt to target creature you control 
instead. SH 


Light of Day 3% 
Enchantment 

Black creatures can't attack or block. TE,6E 
Limited Resources 7 


Enchantment 

When Limited Resources comes into play, each player chooses 
five lands he or she controls and sacrifices the rest. Players 
can't play land cards if there are ten or more lands in play. EX 


Creature — Wizard " 
©: Target opponent chooses any number of creatures he or 
she controls. During that player's next turn, those creatures 
attack if able, and other creatures can't attack. At the end of 


that turn, destroy each of those creatures that didn’t attack. 
Play this ability only during your turn. 
Order of the Sacred Torch = 
Creature - Paladin 
©, Pay 1 life: Counter target black spell. sie 
Orim, Samite Healer 1** 
Creature — Cleric Legend 118 
1 
2E- 
3E- 


ar 


their owners’ control, tapped. 
Planar Collapse 


Enchantment 
‘At the beginning of your upkeep, if there are four or more crea- 
tures in play, sacrifice Planar Collapse to destroy all creatures. 


Cycling 2. 2: The next time an artifact source of your choice 
would deal damage to you this turn, prevent that damage. US 
RoP: Black 1* 
Enchantment 


Cycling 2. #: The next time a black source of your choice 
would deal damage to you this turn, prevent that damage. US 
RoP: Blue 1* 
Enchantment 

Cycling 2. #: The next time a blue source of your choice 


US would deal damage to you this turn, prevent that damage. US 


RoP: Green 
Enchantment 

Cycling 2. 2: The next time a green source of your choice 
would deal damage to you this turn, prevent that damage. US 


1* 


They can't be regenerated. ut RoP: Lands 1* 
—— 3% cycing 2. #: The next time a land soue of your choice 
Whenever a player plays an enchantment spell, counter it. "Ud deal damage to you this turn, prevent that damage. US 
tEus RoP: Red 1* 
- 3% cycling 2. ae: The next time a red source of your choice 
Destroy all aritacts and enchantment ae See ol danas yee Oh be, oe Pt oa BE 
Pursuit of Knowledge oe 1* 
techontunat Cycling 2. ae: The net time a white soure of your choice 
Pout Kowa nsad Reve tee ty ms wo Gal map 0 you his an, een hat damage. US 
from Pursuit of Knowledge, Sacrifice Pursuit of Knowledge: Sacred Ground 1* 
poet corhpone ~ Whenever a spell or ability controlled by an opponent puts a 
pew scr: Lama 1, land ina your graveyard tom ply, ern hat land wo pay. SH 
1 #: Quickoning Licid loses this abitiy and becomes an © Sacred Guide * 
enchant creature that reads “Enchanted creature has first Creature — Cleric WW 


strike” Enchant target creature with Quickening Licid. You may 
pay % to end this effect. 


Radiant, Archangel 3** 
Creature — Angel Legend 33 
Flying. Attacking doesn't cause Radiant, Archangel to tap. Radiant 
gets +1/+1 for each other creature with flying in play. = UL 
Radiant’s Dragoons 3% 
Creature — Soldier 25 
ee Radiant's Dragoons comes into play, you = 
Radiant's Judgment 2* 
Instant 

Cycling 2. Destroy target creature with power 4 or greater. UL 
Reaping the Rewards * 
Instant 

Buyback—Sacrifice a land. You gain 2 life. EX 
Reconnaissance * 
Enchantment 

©: Remove target attacking creature you control from combat 
and untap it. (Prevent all combat damage that would be dealt 
to and dealt by the creature this turn.) EX 
4€-Fourth Edition P1-Portal 

5E-Fifth Edition P2-Portal: Second Age 
6E-Classic 


CH-Chronicles 


1 +, Sacrifice Sacred Guide: Reveal cards from the top of your 


TE library until you reveal a white card. Put that card into your hand 


and remove all other revealed cards from the game. TE 
Safeguard 3** 
Enchantment 

2 #: Prevent all combat damage that would be dealt by tar- 
get creature this turn, TE 
Samite Blessing * 
Enchant Creature 


Enchanted creature has “<: That next time a source of your 
ee 
that damage” 

Samite Healer 


Creature — Cleric 
be: ee em a ee 


eR 
Creature — Cleric 

&: font i np De OA a 
Creature or player this turn. 


1 : 
1 


Sanctum Guardian 1 as 
AN-Arabian Nights OK-The Dark 
AQ-Antiquities FE-Fallen Empires 
LE-Legends lA-Ice Age 


Creature — Soldier 1/4 
Sacrifice Sanctum Guardian: The next time a source of your 


choice would deal damage to target creature or player this 
turn, prevent that damage. US 
Scapegoat » 
Instant 


As an additional cost to play Scapegoat, sacrifice a creature. 
Return any number of target creatures you control to their 
‘owner's hand. SH 
Seasoned Marshal 2** 
Creature — Soldier 22 
Whenever Seasoned Marshal attacks, you may tap target crea- 
ture. US 


Creature — Knight 22 
Shadow; first strike if attacking, TE 
Soltari Monk ** 
Creature — Cleric ri] 
Protection from black; shadow. TE 
Soltari Priest ** 
Creature — Cleric an 
Protection from red; shadow. TE 
Soltari Trooper 1* 
Creature — Soldier iT 


Shadow. Whenever Soltari Trooper attacks, it gets +1/+1 until 
end of turn. 


1** 


: Soltari Visionary 

Serene Offering 1* Creature - Cleric 22 
Instant Shadow. Whenever Soltari Visionary deals damages to a player, 
Destroy target enchantment. You gain life equal to that destroy target enchantment that player controls. EX 
enchantment's converted mana cost E Songstitcher * 
Serenity 1* Creature — Cleric WW 
Enchantment 1 >: Prevent all combat damage that would be dealt tis 
AM the beginning of your upkeep, destroy all artifacts and turn by tarpet attacking creature with fying. US 
enchantments. They can't be regenerated, WL,6E Soul Sculptor 2* 
Serra Avatar 4 *** Creature — Townstolk 1 
Creature — Avatar Ie 


Serra Avatar's power and toughness are each equal to your 
life total. If Serra Avatar would be put into a graveyard trom 


1 #, ©: Tarpet creature becomes an enchantment and 
loses all abilities until a player plays a creature spell. US 


Soul Warden 


Flying, protection from black. US 
Voice of Law 3% 
Creature — Angel 22 
Flying, protection from red. US 
Wall of Essence 1* 
Creature — Wall 0/4 
Whenever Wall of Essence is dealt combat damage, you gain 

that much life, SH 
Wall of Nets 1** 
Creature — Wall o7 


At end of combat, remove from the game all creatures blocked 


TE by Wall of Nets. When Wall of Nets leaves play, return to play 


under their owners’ control all creatures removed from the 


game with Wall of Nets, EX 
Wall of Swords 3% 
Creature — Wall 35 
Flying. 1€-6E,P1 
Warmth 1* 
Enchantment 

Whenever an opponent plays a red spell, you gain 2 life. TE,GE 
Warrior Angel 4% 
Creature — Angel 3/4 


Flying. Whenever Warrior Angel deals damage, you gain that 
much life. SH 


anywhere, shutfle Serra Avatar into its owner's library Cretan < Claie 7 Warrior bed nn 
sank tiaiit . Whenever another creature comes into play, you gain 1 life.EX The next 1 damage that would be dealt to Warrior en-Kor 
Creature — Soldier iN Spirit en-Kor 3% this turn is dealt to tarpet creature you control instead, © SH 
First strike. ys ’reature — Spirit 2/2 Warrior's Honor 2% 
SE Flying, ©: The next 1 damage that would be dealt to Spirit Instant 
a 299% n-Kor this tun i dealt otaret creature you control Creatures you contol get +1/+1 until end of tw. LSE 
Perec bcabtd and has flying. Attacking ‘ sot Link = baad 2% 
scale es n ee i: Enchant Creature Pu three 2/2 white Knight creature tokens into play. Remove 
patente dg Whenever enchanted creature deals damage, you gain lite them from the game at end of tr, US 
At the beginning of your upkeep, you may put a verse counter equal to the damage dealt this way. LE AEE Welkin Hawk 1* 
Spirit Mi 
on Serra’s Hymn, Sacrifice Serra’s Hymn: Prevent up to X dam- [21 reed 2% Creature — Bird 1 


age total that would be dealt this turn to any number of target 
creatures and/or players, where X is the number of verse 


counters on Serra’s Hymn, US 
Serra’s Liturgy 2** 
Enchantment 


At the beginning of your upkeep, you may put a verse counter 
on Serra’s Liturgy. 4, Sacrifice Serra's Liturgy: Destroy up to 


X target artifacts and/or enchantments, where X is the number 
of verse counters on Serra’s Liturgy. US 
Serra’s Blessing 1* 
Enchantment 

Attacking doesn't cause creatures you control to tap. WL,GE 
Shackles 2* 
Enchant Creature 


Enchanted creature doesn't untap during its controller's untap 
Step. : Return Shackles to its owner's hand. EX 


At the beginning of your upkeep, if there are no Reflection 
tokens in play, put a 2/2 white Reflection creature token into 


Flying. When Welkin Hawk is put into a graveyard from play, 
you may search your library for a Welkin Hawk card, reveal 
that card, and put it into your hand. Then shuffle your 


play. O: se target Reflection. TE library. 
Standing Troops 2% 

am, Fa be noe of Rath 3% 
Atackng doesn't cause Sanding Troops to tap. EX,BE —osry all creatures that aren't enchanted. Thy cant be 
Staunch Defenders 3-H regenerated, TE 
eo eg a 34 Worship 3% 

Defenders comes into play, you gain 4 life. Enchantment 
TEGE Damage that would reduce your life total to less than 1 

a fe reduces it to 1 instead if you control a creature. US 
Fn Seca os cats wh owe 2 es i Cause . 


Sustainer of the Realm 


Buyback 2. Sacrifice a creature. You gain life equal to the 


2H ei ‘ 
Shaman en-Kor DH Creature — Angel 28 aries Waphaess. ‘ a 
0: The Pye that would be dealt to Shaman wie ee ee hee tee Sorcery 
tis im is deat tet eae you cn ina. 1: cn cy vg. sty al caus. Thy cart be preted. 1E-8E,P 
ec bea : i 
pee gu Al Sliver have first strike, ib erp oH 
pee gare : Le * ‘Fealots en-Dal 3% 
tice Shield Nate: Each player sacrifices the creature he or she controls with the Creature ~ Soldier 2d 
sian ar th i abies - highest converted mana cost unless he or she pays that crea- Al the bepinning of your upkeep if all nonland permanents you 
Shimmering Barrier tp je_ (e's mana cost. (fo creatures are tied for highest cost, VO are while, you gain | ‘lie mx 
Creature - Wall 18 that player chooses one.) WLSE 
Cycling 2. First strike, US = x1* 
a 2 > Prvet the next X damage hat woud be deat tapet cea 
©: You gain 1 life, US ere seth pamela 
Skyshroud Falcon 1* ss 3: ae ” r 
Caste Bad 1 isn — ml i 
oo foesn' cause Styshroud Falcon wo tap. SH ss ice Tape Poet: Return target enchantment car rom 
a %* your graveyard to your hand, UL 
Destroy target blocked creature SH Treasure Hunter 2% 
: — Creature ~ Townstolk 22 
=e 2 Me When Treasure Hunter comes into play, you may return tarpet 
Shadow. Whenever Soltari Champion attacks, all other crea- noha irda — - 
tures you control get +1/+1 until end of turn 9 ae bh 
Soltari Crusader 2 First strike, LE4E-6E 
Creature — Knight ri U Griffi 
Shadow. 1; Soar Crusader gots +1/+0 unl and ot Yar itt a” 
Ley TE ying, ay se Cour tet lott 
Hoo anghrernagald 1% sacar el ; MA,SE 
1: Soar Enisary gaits shadow wi nd of un, TE Venerable Monk ee 
Soltari Foot Soldier * When Venerable Monk comes into play, you gain 2 life, 
ben ~ Soldier a SH6E,P1 
Soltari La Voice of Grace 3% 
ri Lancer 2% Creature — Angel 22 
HL-Homelands Vi-Visions SH-Stronghold UL-Urza’s Legacy Black-Common 
AL-Alliances WL-Weatherlight EX-Exodus Sitver-Uncammon 
MR-Mirage TE-Tempest US-Urza’s Saga Gold—Rare 
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Read 


between 


the lines 


Urza's s ony ae than the sum of 1 
Get the ere with the Mag 
Gathering? novels - 


Bloodlines reveals the story of the $ Destiny” 
card set. Learn the stories behind your favorite 


Flavor text 
Finish the jo 


BES 


The Colors of Magic 
Anthology 


Available Now 


A ARE KC Wizards 


The Gathering OF THE COA 


WIZARDS OF THE Coast, Magic: The Gathering, Urza's Saga 


el 1<18—-aeet-i-i- a SECONDARY MARKET GUIS 


The prices presented here are the result of a nationwide 
survey of retailers. All prices, high, median, and low, are 
real. The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of all values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand. The index shows the change in the median from 
last month’s DPI. Amounts in the index column are black 
when a card's value increases, and red when it decreases. 

The high and low are best used to determine the price 
range for 2 given card. When purchasing cards, it’s very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low. 

When trading cards, it's best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country. For the most stable compar- 
ison, the median is the way to go. The tradability rating (TR) 
can also be used to help determine the demand for a card. 


Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


Upon first inspection, mint and near mint 
condition cards should seem identical. Near mint condi- 
tion cards are different only by the virtue of one or two 
barely detectable marks. All DP! prices are for mint/near 
mint condition cards. The distinction is so minor that one 
or two indiscernible marks do not devalue the card 


Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks. Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
sion of the same card. 


Cards that have many minor defects—whitened 
comers, scratches, and scuff marks-but no major 
marks, such as creases, folds, or extensive scuff marks. 
Fine condition cards are worth about 60-80 percent of a 
mint/near mint version of the same card. 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks. Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card. 


Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have litte or no value. 
Poor condition cards that are difficult to find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 


Alex Shvartsman’ 

secret ambition ts to 
be the best Pokémon 
Trader in the world. 


Pokémon started out as a video game in Japan. Its characters quickly 
gained popularity there, so more games, cartoons, merchandise, and 9 
finally a trading card game, followed. The Pocket Monsters card game he 
was a huge hit in Japan, and Wizards of the Coast was fortunate enough to ul 
just as the Pokémon craze began to sweep across the United States. ; 

The Pokémon trading card game has several selling points that assure i 
extremely easy to learn and play, so children as young as eight can play i 
ity, the game is fun and attracts a fair number of older players. Finally it 
popular license behind it—so popular, in fact, that many kids buy Pokémon 
intention of playing the game. They simply collect and trade their favori 

Just like Magic's Alpha run, the Pokémon First Edition cards sold ou 
ately. Pokémon’s unlimited edition is currently in print, but there is simply 
out there. Some stores sell unlimited-edition packs at $5 to $7 each (the 
a few even ask for as much as $10 a pack. “We have practically every pri 
turning out Pokémon, but we still cannot catch up,” explains Organized 
Donais. Wizards hopes that in a few weeks—perhaps by the time you 
will finally manage to meet the demand and packs will become widely 

Pokémon trading (this is a column about trading, after all) may be a 


packs early are as fortunate as the players who got their Moxes and Bl: 
booster packs. You can expect First Edition cards to go up im price stez 
least—probably for as long as the Pokémon trend lasts. 

Most unlimited-edition Pokémon rares trade and sell well, presen} 


sion sets have been printed in Japanese—sets that are planned for release in Engi 
pico: 

next few years. Some of the older players have gotten translated card lists) 

are playing with Japanese cards already. 


foresee it lasting only a year or so. Then again, Magic was not expected to 
long, and yet it is still growing. “We are hoping that Pokémon will introa 
blood into the TCG industry,” says Steve Kory of Shadow World Comics & 
of the Pokémon players today could become Magic or Legend of the Five B 


: : : :§ 
the future. Pokémon is one of the best things to happen to this hobby. 
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CENTRAL 

* Blackhills Magic 
914 Main St 
Rapid City, $0 5701 
Contact: Jack Korsen 
Phone; (605) 343-5531 
skorsen@rapidnetcom 

* Cosmic Comics - Helena 
109 £. 6th Ave. 
Helena, MT 59601 
Contact: Peggy Bahis 
Phone: (406) 442-8003 
cosmic @centric.net 

* Dragon's Den 
3801 W. 34th St, Suite 115 
Sioux Falls, $0 57106 
Contact: Larry Kohiman 
Phone: (605) 361-4343 
dragons_den@ideasign.com 

* Imagination Unlimited 
1000 N. 5th St. 
Grand Junction, CO 81501 
Contact: Verna Feuerborn 
Phone: (970) 243-2963 

* Level 12 
114 W. 2nd St. 
Casper, WY 82601 
Contact: Mark Bull 
Phone; (307) 266-5303 
splort@cottey.com 

* The Splash Page - Missoula 
1900 Brook St. 
Missoula, MT 59801 
Contact: Scott Phelps 
Phone: (406) 543-9944 
scott@ thesplashpage.com 

ho-ArLannc 

* All Star Comics & Cards 
1151 Quentin Rd. 
Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone; (717) 228-1855 

* Comic Shop Plus 
235 §. 21st St 
Newark, OH 43055 
Contact: Gary Mockus 
Phone; (740) 344-5471 
saless @infinet.com 

* Comicquest 
1328 Chestnut St. 
Emmaus, PA 18049 
Contact: Tom Barnes 
Phone: (610) 966-0199 
{i@enter.net 

* Game Trader 
428 Portage Trail 
Cuyahoga Falls, OH 44221 
Contact: Lee McLain 
Phone: (330) 922-4263 
(trader @raex.com 

* Guardian Comics 
114 Smaliwood Village 
Waldorf, MD 20602 
Contact: Paul Ragsdale 
Phone: (301) 638-0898 
pragsdal@ olg.com 


* Legends Collectors Emporium 
1757 George Washington Memorial Hwy 


Glouchester Point, VA 23062 
Contact; Robert Bear 
Phone: (804) 642-5515 
webmaster @ legendsmtg.com 
* Richmond Comix 
8517 Midlothian Turnpike 
Richmond, VA 23235 
Contact: Frank Miller 
Phone: (804) 330-3460 
richmix@cybrwks.net 
* Spellbinders 
257 $. Water St. 


+ 


Kent, OH 44240 

Contact: Paul Burdick 

Phone: (330) 673-2230 
zuranguy @ aol.com 

Total Access Games 
7217 Stonewall Parkway 
Mechanicsville, VA 23111 
Contact: John Bowles 

Phone: (804) 559-1124 
total-access @mindspring.com 


Yhowest 


* Big League Baseball Cards Supply 


7 


* 


* 


o 


. 


* 


- 


* 


* 


527 W. Sheridan St. 

Crown Point, IN 46307 
Contact: Tim Malott 
Phone; (219) 663-7537 
save @big-league.com 
C&C Collectables 
4521 W. Beltline Highway 
Madison, WI 53711 
Contact: Darry! Wyatt 
Phone: (608) 288-1800 
c_and_c@iltis.com 
Chimera Hobby Shop-l! 
425 W. College Ave. 
Appleton, WI 54911 
Contact: Bob Moses 
Phone: (920) 735-1201 
chimera @iosys.net 
Downtown Comics 
111 N. Pennsylvania St. 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
dtc @indy.net 

Dragon Fire Comics 
1800 N.W. 86th St. 

Clive, 1A 50325 

Contact: Doug & Jeff 
Phone: (515) 270-5371 
Galaxy Cards & Comics 
2707 Aurora Ave. 
Naperville, IL 60540 
Contact: Dan Pieter 
Phone: (630) 78-1144 
galaxycom! @aol.com 
Heroes Comics 

4562 Chie 

Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 
In Your Face Comics 
2350 € Stop 11 Ad. 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @iquest.net 
Kahok Cards 

104 S. Morrison 
Collinsville, IL 62234 
Contact: Michael Castelli 
Phone: (618) 345-6453 
dizdugout@aol.com 
Outer Limits/White Cap Comics 
1120 Burton $.W. 
Wyoming, MI 49509 
Contact: Dan Collins 
Phone: (616) 452-1348 
rex2man@aol.com 

S & S Collectibles 
3506 8. 22nd St 

St Joseph, MO 64503 
Contact: Sam Bradtord 
Phone: (816) 233-4413 
sandscomputing @sandscomputing.com 
Sibley Lumber Centers 
25212 Harper Ave. 

St Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 


* 


phd 1 @juno.com 

The Tenth Planet 
200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2902 
merlin @netnitco.net 


NorTHerst 
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* 


Dragon's Lair 

1144 New Brittain Ave, 

West Hartford, CT 06110 
Contact: Vince Seese 

Phone: (860) 231-1915 
drpnlair @aol.com 

Flights of Fantasy 

217 Central Avenue 

Albany, NY 12206 

Contact: Maria Perry 

Phone: (518) 433-8803 

fof @albany.net 

Heavenly Collectibles 
883 72nd St 

Brooklyn, NY 11228 

Contact: Reynaldo Torres 
Phone: (718) 921-0450 
Jam's Comic Connection 
435 King St 

Littleton, MA 01460 

Contact: Joan Sekelsky 
Phone: (978) 486-1099 
jamscomics @ aol.com 
Lenox Sportscards & Gaming 
55 Pittsfield Rd. 

Lenox, MA 01240 

Contact: Bill Mitkotf 

Phone: (413) 637-3243 
Millenium Games & Hobbies 
3047 W Henrietta Road 
Rochester, NY 14623 
Contact: Edward Fear 

Phone: (716) 427-2190 
ed@zendragon.com 
Neutral Ground - New York 
122 W. 26th St, 4th Floor 
New York, NY 10001 

Contact: Brian David-Marshall 
Phone; (212) 633-1288 
info@nground.com 

New Hampshire Magic Outpost 
761 Candia Rd. 

Chester, NH 03036 

Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 

Rah Coco's 

1063 Chalkstone Ave, 
Providence, Ri 02808 
Contact: Regan Hurst 

Phone: (401) 861-3221 
Saratoga Sci-Fi 

Wilton Mall 

Saratoga Springs, NY 12866 
Contact: 


: Doug Chang 
Phone: (518) 584-2699 
doug @scifizone.com 
The Brass Dragon 
272 Main St 
Torrington, CT 06790 
Contact: Brian Muhibaier 
Phone: (860) 489-5262 
brassdragon@snetnet 
The Game Zone 
903 Central Ave. #8 
Dover, NH 03820 
Contact: Mark Hutchinson 
Phone: (603) 749-2242 
The Grid 
687 Main St 
Manchester, CT 06040 


Contact: Karl Dignam 

Phone: (860) 645-9006 
the_grid@yahoo.com 
Wayne's Cards & Comics 
711 Putnam Pike 

Greenville, Ri 02828 

Contact: Wayne Martin 

Phone: (401) 949-0022 
wmartin?11@aol.com 


NorTHwesTt 
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Allegiance Games 
1210 First Street 
Snohomish, WA 98290 
Contact: David Gerrard 
Phone: (360) 568-1785 


Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 
Gambit Games 

1037 Northwest Brooks St 
Bend, OR 97701 

Contact: Brad Irwin 
Phone: (541) 330-8196 
Games Plus 

17612 140th Ave. NE 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls @isomedia.com 
Somerville Entertainment 
8008 W. Scardale 

Boise, 10 83704 

Contact: Ken Somerville 
Phone; (208) 368-5277 
somerent @ micron.net 


SOUTHEAST 


* 


* 


Blackthorn 

1430 Highway 70E 

Dickson, TN 37055 

Contact; Mark Amoroso 
Phone: (615) 446-6057 
bikthrn! @aol.com 
Bunjee’s Books and Comics 
1414 Highway 16 W. 

Griffin, GA 30223 

Contact: Bill Phillips 

Phone: (770) 412-6723 
smivvins @ aol.com 

Games & Things 

1575-C Fort Campbell Bivd. 
Clarksville, TW 37042 
Contact: Kenneth Hawkins 
Phone: (931) 553-0381 
Games Galore - Raleigh 


: illmeyer 
Phone: (919) 781-4263 
Qamesgalore @compuserve.com 
Neutral Ground - Atlanta 
281 South Main Street 103 8 
Alpharetta, GA 30004 
Contact: Rudy Edwards 
Phone: (770) 753-0030 


100 N. Houston Lake Blvd. 
Centerville, GA 31028 
Contact: David Davenport 
Phone: (912) 953-7867 
ded127 @aol.com 
Underground Games 
83-16 Pineville-Mathews Road Suite 903 
Charlotte, NC 28226 

Contact: Jason Vogt 

Phone: (704) 543-7400 
Collectablecards @perigee.net 


[ 
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SoutH 


* BCS Books & Comics 


Phone: (409) 846-7412 
jroark@ tucyber.com 
* Bibliotech Books and Comics 
123 Main 
Shawnee, OK 74801 
Contact: Randolph Grizzle 
Phone; (405) 275-9494 
ragrizzie@aol.com 
* Browser Games 
5608 Pinemont 
Houston, TX 77092 
Contact: Deana Fortine 
Phone; (713) 680-1870 
deana@ browsergames.com 
* Evolution Comix 
912 Adams 
Alamagordo, NM 88310 
Contact: John Thomas 
Phone: (505) 434-9350 
evocom @wazoo.com 
* Grand Slam Sports & Comics 
3436 Williams Rd. 
Fort Worth, TX 76116 
Contact: Chuck Royal 
Phone: (817) 244-7311 
Mmagic_grandslam@ hotmail.com 
* Ivory & Steel 
1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivoryst! @ionetnet 
* Pegasus Loft 
3808A Kemp Blvd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 
peglott@wt.quik.com 
West 
* All Star Baseball 
912 S. Robertson Blvd. 
Los Angeles, CA $0035 
Contact: Richard Lo Scalzo 
Phone: (310) 652-2904 
allstarcards @earthlin.net 
* Amazing Comics & Cards 
5555 Sterns Street Suite 103 
Long Beach, CA 90815 
Contact: Dan Farias 
Phone: (562) 493-4427 
amazingcomicscards @ worldnet att.net 
* Arizona Collector's Paradise 
1649 W. 74th St 
Scottsdale, AZ 85257 
Contact: George Velez 
Phone: (602) 970-6744 
azpar@aol.com 
* Court Jesters 
1117 & Main St, #102 
Alhambra, CA 91801 
Contact: Frank Burr 
Phone: (626) 284-2607 
trank@courtjesters.com 
* North Coast Role Playing 
609 E St 
Eureka, CA 95501 
Contact: Barry Osser 
Phone: (707) 444-2288 
oss! ncrp@mail.northcoast.com 
* Thunder & Lightning Cards 
1716 Colorado Blvd. 
Los Angeles, CA 90041 
Contact: Art Soghomonian 
Phone: (323) 341-5600 
tigaming @aol.com 


DPI Ques 


P.O. Box 707 
Renton, WA 98052-0707 
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Item igh Med * > tem 
UNLIMITED iinet 
Booster Pack $1800 $4.00 $299 3 051 : Dragonair R 800 400 
Starter Deck 1499 11.00 736 0 1.50 : Dratini U 700 250 
Zap! PCD 2199 1599 999 4 300 : Drowze C 050 038 
Brushfire PCD 1995 1599 999 3 300 : Dugtrio R 850 600 
Blackout PCD 1995 1599 999 3 300 : Electabwz R 900 500 
Overgrowth PCD 1995 1599 999 3 300 : Electrode R 700 500 
? Energy Removal C 200 050 
Abra C $100 $050 $025 0 025 : Energy Retrieval U 200 1.00 
Alakazam H 1800 1500 600 5 650 : Farfetch’d U 150 1.00 
Arcanine U 250 100 O75 2 Fighting Energy C 050 050 
Beedrill R 700 550 300 3 050 : Fire Energy C 050 050 
Bill C 100 050 025 2 > Full Heal U 200 1.00 
Blastoise H 2500 1500 700 4 650 : Gastly C O75 050 
Bulbasaur C 100 038 020 0 013 : Grass Energy C 050 050 
Caterpie C 050 038 020 0 0.13 : Growithe U 150 1.00 
Chansey H 1800 1500 600 5 625 : Gust of Wind C 100 050 
Charizard H 4000 20.00 850 5 6.00 : Gyarados H 1800 13.00 
Charmander C 050 038 020 0 013 : Haunter U 300 10 
Charmeleon U 200 100 075 1 Hitmonchan H 1500 1250 
Clefairy H 1800 1500 700 4 6.50 : Imposter Professor OakR 600 375 
Clefairy Doll R 500 375 200 2 075 : hem Finder R 500 325 
Computer Search =R 700 425 200 2 1.25 } Wysaur U 200 150 
Defender U 200 100 050 1 3 yn U 150 1.00 
Devolution Spray R 500 325 200 1 025 : Kadabra U 200 1.00 
Dewgong U 150 100 075 1 ? Kakuna U 150 1.00 
Diglett C 050 038 020 0 0:13 : Kolfing C O75 050 
Item : Hem 
> Deathlace R 1000 550 
ALPHA ? Demonic Attomey  R OMOO 6.00 
Complete Set $4500 $3,275 $1,200 5 ? Demonic Hordes R |2500 20.00 
Booster Display S500 2800 1800 5 ? Demonic Tutor U "2G 12.00 
Booster Pack m m0 65 ? Dingus Egg R BG 8.50 
Starter Display 2500 2000 1300 5 : Disenchant C PSR 3.00 
Starter Deck 20 «(5 2 Disintegrate C ae 125 
Typical Common 200 100 0501 } Disrupting Scepter  R H2OMD 12.00 
| ? Dragon Whelp U DSR 300 
: Air Elemental U ($400 $200 $200 2 > Drain Power R i000 700 
Ancestral Recall R QO0G0 150.00 7500 5 3 Dwarven Demo Team U (9000 8.00 
Animate Artifact U 7500 200 150 2 > Earth Elemental U 73a0 200 
Animate Dead U DSR 200 200 2 3 Earthquake R 2000 1200 
Animate Wall R 00 700 300 2 2 Elvish Archers R @e0 10.00 
Ankh of Mishra R M00 800 300 2 > Evil Presence U 7So0 200 
Armageddon R (3000 2350 600 4 > False Orders C P6OG 367 
Aspect of Wolf R M20 800 400 2 Farmstead R 1000 8.00 
: Bad Moon R OH 1500 500 3 2 Fastbond R 7200 10.00 
Badlands R 4500 3793 1500 4 > Feedback U 7a 200 
Balance R P2500 1650 600 3 > Fire Elemental U 7305 200 
Basalt Monolith U PSO 445 200 2 > Fireball C ERG 255 
Bayou R “M500 36.00 1500 4 3 Flashfires U Daas 200 
; Berserk U “9500 39.00 2000 3 3 Force of Nature R 4000 20.0 
; Birds of Paradise R 3500 2000 800 3 > Forcefield R 72508 100.00 
: Black Knight U M00 500 200 3 > Fork R (4000 30.00 
Black Lotus R S0000 390.00 275.00 5 3 Fungusaur R 020 10.00 
Black Vise U 780 500 200 2 > Gaea's Liege R 200 1.00 
Black Ward U 73OG 200 150 2 > Gauntlet of Might  R 925000 100.00 
Blaze of Glory R (5500 40.00 2500 3 2 Glasses of Urea U 7ao0 200 
Blessing R 1800 10.00 500 2 3 Gloom U 7a 200 
Blue Ward U F300 200 150 2 ? Goblin Balloon Brigade U 700 2.00 
Bog Wraith U 7a 200 200 2 > Goblin King R 00 14.00 
: Braingeyser R 2500 2000 600 3 = Granite Gargoyle R eee 13.03 
| Burrowing U io0 200 150 2 Green Ward U 00 200 
Camouflage U "Re 1000 200 2 = Helm of Chatzuk R Wa 700 
Castle U DGe 200 200 2 > Hive, The R HSS 9.00 
. Celestial Prism U ae 200 200 2 : Howling Mine R 2508 15.00 
Channel U Dao 200 200 2 > Hurricane U Soo 200 
Chaos Orb R WOOO 7500 4500 4 = Hypnotic Specter U "oe 10.00 
Chaoslace R 00 600 200 2 = Ice Storm U O00 21.00 
Clockwork Beast  R | MOO 700 300 2 > Icy Manipulator U S008 35.00 
Clone U 700 800 150 2 = Illusionary Mask R (4500 40.00 
' Cockatrice R 1275 10.00 500 2 = Instill Energy U 7580 200 
Consecrate Land U 2040 10.00 200 2 > Invisibility C We 300 
Conservator U eRe 200 150 2 > Iron Star U aoe «200 
Contract from Below R /1000 800 300 2 > Island Sanctuary R 600 750 
Control Magic U FSR 300 200 2 = Ivory Cup U 7a 200 
Conversion U D300 200 20 2 3 Jade Monoith R 7200 «700 
Copper Tablet U TIBBD 1050 200 2 > Jade Statue U "08 15.00 
Copy Artifact R 72008 1955 500 3 = Jayemdae Tome R 2580 15.00 
Counterspell U OS 850 300 3 = Juggemaut U "08 800 
Crusade R 200 1500 600 3 > Karma U Dae «(200 
Crystal Rod U 7am 200 200 2 3 Keldon Warlord U 7ao0 200 
Cursed Land U 7300 200 200 2 = Kormus Bell R 0 700 
Cyclopean Tomb R BOO 6500 2500 4 = Kudzu R 00 700 
Dark Ritual C 73M 200 050 1 > Lance U 7 3a5 200 
Darkpact R WOO 800 300 2 = Ley Druid U aao 200 
Deathgrip U Daa 200 200 2 = Library of Leng U Dee 200 
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0.12 


3 Lord of the Pit 
> Lure 

2 Magical Hack 
3 Mahamoti Djinn 
> Mana Flare 

: Mana Short 

> Mana Vault 

? Manabarbs 

: Meekstone 

= Mind Twist 

= Mox Emerald 

3 Max Jet 


: Lightning Energy 
3 Machamp 

> Machoke 

? Machop 

? Magikarp 

> Magmar 

; Magnemite 

? Magneton 

3 Maintenance 

3 Metapod 

; Mewtwo 

> Nidoking 

? Nidoran (male) 
: Nidorino 

2 Ninetales 

> Onix 

; Pidgeotto 

3 Pidgey 

> Pikachu 

: PlusPower 

$ Pokédex 

? Pokémon Breeder 
? Pokémon Center 
3 Pokémon Flute 
; Pokémon Trader 


? Lifeforce 

? Lifelace 

> Lifetap 

3 Lightning Bott 
: Living Artifact 
3 Living Lands 
? Living Wall 

3 Lord of Atlantis 
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375 
050 
12.00 
1.00 
038 
1.00 
1.00 
0.38 
12.00 
1.00 
0.38 
15.00 
15.00 
0.38 
1.00 
14.00 
0.38 
5.00 
038 
0.38 
1.00 
1.00 
4.00 
1.00 
1.00 
400 


50.00 
2.00 
6.00 
2.00 
5.00 
10 
650 
2.00 


2.00 
015 
6.00 
075 
0.20 
075 
075 
0.20 
700 
0.50 
0.20 
6.00 
6.00 
0.20 
0.75 
7.00 
0.20 
3.00 
0.20 
0.20 
0.50 
0.50 
250 
0.50 
050 
250 
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075 ; 


020 
400 


6.00 : 
> Revive 
013 ; 
650 ; 
700 
013 } 
: Starmie 
2 Staryu 
013 
> Super Potion 
013 
013 } 
012 } 
3 Voltorb 
050 : 
> Wartortle 
3 Water Energy 
: Weedle 
 Zepdos 


6.00 


0.50 


hg | fs cael i | 


PokéTalk 


Pokémon sin 


Max Pearl 


> Max Ruby 
= Mox Sapphire 


ee ee ee ee ee ee) 


15.50 
200 
10.00 
18.00 
12.00 
10.00 
10.00 
9.00 
10.00 
8.00 
180.00 
180.00 
180.00 
180.00 
185.00 


400 
2.00 
5.00 
6.00 
5.00 
3.00 
3.00 
3.00 
2.00 
3.00 
120.00 
120.00 
110.00 
120.00 
120.00 


> Item 


: tem 


Poliwrath 
Ponyta 
Porygon 
Potion 
Professor Oak 
Psychic Energy 
Raichu 
Raticate 
Rattata 


Sandshrew 
Scoop Up 
Seel 
Squirtle 


Super Energy Removal 
Switch 
Tangela 


Venusaur 


Vulpix 


3 Natural Selection 

3 Nether Shadow 

; Nettling Imp 

> Nevinyrral’s Disk 

3 Nightmare 

; Northern Paladin 

? Obsianus Golem 

> Orcish Artillery 
Orcish Oriftamme 


18.00 
075 
2.00 
0.75 
3.00 
050 

20.00 
150 
050 
2.00 
0.50 
6.00 
1.50 
050 
0.50 
0.50 

700 
2.00 
0.75 
0.50 

20.00 
050 
050 
2.00 
050 
0.50 

25.00 
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15.00 
050 
1.50 
050 
1.00 
0.50 

15.00 
1.00 
0.38 
1.00 
0.38 
4.00 
1.00 
0.38 
038 
0.38 
4.00 
1.00 
0.50 
0.38 

15.00 
038 
0.38 
1.00 
050 
0.38 
8.00 


23.00 
10.00 
3.00 
20.00 
2250 
11.00 
2.00 
2.00 


10.00 
3.00 
200 

10.00 

10.00 
5.00 
2.00 
2.00 
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7.00 
0.25 
0.50 
0.12 


020 
6.50 


0.13 
0.12 
0.13 
0.50 


0.13 
0.13 
0.13 
1.00 


0.12 
0.13 
7.00 
0.13 
0.13 


020 
0.13 
1.00 
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3 Personal Incarnation 
> Phantasmal Forces 
> Phantom Monster 
2 Pirate Ship 

> Plateau 

: Power Surge 

3 Psionic Blast 

> Purelace 

= Raging River 

: Red Ward 

> Regrowth 

> Resurrection 

: Reverse Damage 
2 Righteousness 

> Roc of Kher Ridges 
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attracted 


: Item 


? Wooden Sphere 


Rock Hydra R 12500 1530 500 3 U (amo 200 200 2 Dark Ritual 
Rod of Ruin U eG «200 200 2 3 Word of Command oR (9SM 55.00 2500 3 Darkpact 
Royal Assassin R 73008 25.00 1400 3 ? Wrath of God R S000 3000 600 4 Deathgrip 
Sacrifice U oo 200 200 2 > Zombie Master R |G 1000 500 2 Deathlace 
Savannah R (4500 35.00 1500 4 : Demonic Attorney 
Savannah Lions R 200 1500 300 3 : Demonic Hordes 
Scavenging Ghoul U fa 200 200 2 ; Demenie Tater 
Scrubland R A500 36.15 15.00 4 = Complete Set $4200 $3500 $3,000 5 Dingus Egg 
Sedge Troll R 2500 1500 500 3 > Booster Display 3800 3000 2500 5 Disenchant 
Sengir Vampire U POG 1000 300 3 ? Booster Pack 7% 13 95 Disintegrate 
Serra Angel U 2500 1500 600 3 : Starter Display 2750 2500 2000 5 Disrupting Scepter 
Shivan Dragon R "SOOO 40.00 1500 4 ? Starter Deck go 250 «5 5 Dragon Whelp 
Simulacrum U 388 200 200 2 ? Typical Common 100 100 050 2 Drain Life 
Sinkhole C FOO 1360 800 2 3 Drain Power 
Siren's Call UG 200 200 2 > Air Elemental U $400 $350 $300 3 Dwarven Demo Team 
Sleight of Mind R 0G 900 300 2 2 Ancestral Recall R 25000 165.00 12000 5 250 : Earth Elemental 
Smoke R00 750 200 2 > Animate Artifact U 7250 200 200 2 Earthbind 
Sol Ring U 79800 1000 200 2 Animate Dead U 7300 250 200 2 Earthquake 
Soul Net U 7300 200 200 2 ? Animate Wall R80 600 300 3 Elvish Archers 
Stasis R i200 900 300 3 2 Ankh of Mishra R WOO 800 300 3 Evil Presence 
Steal Artifact U 7a 200 200 2 ? Armageddon R 4500 3000 600 4 False Orders 
Stone Giant U PSG 200 150 2 2 Aspect of Wolf R00 800 400 3 Farmstead 

: > Fastbond 
Feedback 
THE SPLASH PAGE Smeg 
~ Fireball 
Flashfires 
Fog 
Force of Nature 
Forcefield 
Forest 
Fork 
Fungusaur 
Gaea's Liege 
Gauntlet of Might 
Giant Growth 
5 . Giant Spider 
pm, virtually all Pokémon players | Magic, Star Wars, and Glasses of Urza 
y Pokémon player is new to TCGs. So | guess it’s 50/50 rope See 
Goblin King 
Granite Gargoyle 
Green Ward 
Healing Saive 
Helm of Chatzuk 
Hive, The 
Holy Armor 
Holy Strength 
Howl from Beyond 
Howling Mine 
Hurloon Minotaur 
B Hurricane 
: = Hypnotic Specter 
Sunglasses of Uza = R |W 800 300 2 > Bad Moon R 2000 1800 500 4 Ice Storm 
Swords to Plowshares U M00 700 400 3 ? Badlands R S000 4000 1200 4 > Icy Manipulator 
Taiga R S000 3808 15.00 4 > Balance R $000 2525 600 4 ? Mlusionary Mask 
Thicket Basilisk U 740 200 200 2 ? Basalt Monolith U 5M 433 200 2 = Instill Energy 
Thoughtlace R00 500 200 2 > Bayou R S000 4000 1200 4 2 Invisibility 
Throne of Bone U7 aoo 200 200 2 > Berserk U “S000 4000 2000 4 = Iron Star 
Timber Wolves ROD 850 200 2 2 Birds of Paradise R 4000 3000 800 4 = Ironclaw Ores 
Time Vault R 8000 65.00 100 3 ? Black Knight U 7200 600 400 3 Island 
Time Walk R 25000 200.00 9000 5 > Black Lotus R 45000 37250 22500 5 Island Sanctuary 
Timetwister R SOO 135.00 6500 5 ? Black Vise U M00 825 300 2 > Wwory Cup 
Tropical Istand R 4500 3913 1200 4 > Black Ward U | 250 200 200 2 ? Jade Monoith 
Tsunami Uae 200 200 2 : Blaze of Glory R SOD 3785 2500 3 : Jade Statue 
Tundra R S000 3755 1200 4 ? Blessing R 1200 10.00 500 3 = Jayemdae Tome 
Tunnel U MG 200 150 2 ? Blue Elemental Blast C 200 1.00 O75 2 > Juggernaut 
TwotHeaded Giant of ForysR | 7500 55.00 25.00 3 > Blue Ward U 250 200 200 2 ? Jump 
Underground Sea «= sR «MG 4000 15.00 4 2 Bog Wraith U | 250 200 200 2 ? Karma 
Uthden Troll U 7300 200 150 2 } Braingeyser R 3500 2000 600 4 2 Keldon Warlord 
Verduran Enchantress R WOO 800 200 2 ? Burrowing U 250 200 200 2 : Kormus Bell 
Vesuvan Doppelganger R | 4000 30.00 1300 3 > Camouflage U 500 1000 500 2 > Kudzu 
Veteran Bodyguard R | 2000 1350 700 3 > Castle U 300 250 200 2 > Lance 
Volcanic Eruption  R |$200 1000 300 2 = Celestial Prism U 200 200 200 2 > Ley Druid 
Volcanic Island R O00 2750 000 3 : Channel USO 225 200 2 ? Library of Leng 
Wall of Air U 7300 200 150 2 = Chaos Orb R 9000 7500 5000 4 > Lich 
Wall of Bone U7 GGG 200 200 2 2 Chaoslace R800 600 200 3 ? Lifeforce 
Wall of Brambles U )@O0 200 200 2 ? Clockwork Beast = =R MOO 700 300 3  Lifelace 
Wall of Fire UGS 200 200 2 : Clone U >HMO 800 300 3 > Lifetap 
Wall of lee U RRR 200 150 2 2 Cockatrice R 1500 1000 500 3 > Lightning Bolt 
Wall of Stone U GGG 200 150 2 ? Consecrate Land U 2000 1200 400 2 2 Living Artifact 
Wall of Swords U 30 200 200 2 3 Conservator U 200 200 200 2 ? Living Lands 
Wall of Water U 730 200 200 2 = Contract from Below R | W000 740 300 3 > Living Wall 
Wanderlust Ua 200 150 2 = Control Magic U7 500 400 3 2 Llanowar Elves 
Warp Artifact R M0 600 200 2 3 Conversion U 250 200 200 2 = Lord of Atlantis 
Water Elemental U 7am 200 200 2 > Copper Tablet U W200 1000 400 2 2 Lord of the Pit 
Web R MOG 750 200 2 > Copy Artifact R 2500 2000 500 4 2 Lure 
Wheel of Fortune  =R (S000 2200 700 3 Counterspell U "2000 1200 600 4 = Magical Hack 
White Knight U7 500 200 3 Crusade R 2500 1750 600 4 3 Mahamoti Djinn 
White Ward U 7300 200 150 2 ? Crystal Rod U > 200 200 200 2 ? Mana Flare 
Wil-O'-The-Wisp = R (QMO 1495 500 3 Cursed Land U 7250 200 200 2 > Mana Short 
Winter Orb R 2000 1500 300 3 Cyclopean Tomb R 6500 3 = Mana Vault 
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4.00 
8.00 
2.00 
5.50 
700 
21.20 
15.00 
8.10 
453 
3.00 
15.00 
400 
2.00 
8.00 
925 
2.00 
1.00 
13.00 
10.00 
2.00 
400 
8.00 
10.00 
2.00 
2.00 
400 
2.00 
1.00 
20.00 
02.05 
1.00 
30.00 
10.00 
10.00 
100.00 
2.00 
1.00 
2.00 
3.00 
215 
12.00 
13.00 
2.00 
1.00 
700 
10.00 
1.00 
1.00 
1.00 
20.63 
1.00 
3.00 
12.00 
26.83 
40.00 
38.00 
225 
400 
2.00 
1.00 
1.00 
150 
2.00 
700 
18.00 
20.00 
8.00 
1.00 
250 
3.00 
100 
7.00 
2.00 
2.00 
215 
50.00 
225 
6.00 
2.00 
700 
700 
6.00 
250 
2.00 
12.00 
15.00 
2% 
10.00 
24.00 
1200 
10.00 
1.00 


075 


13.00 


075 
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> Hem 


? Manabarbs 

? Meekstone 

? Merfolk of the Pearl 
: Mesa Pegasus 

3 Mind Twist 

? Mountain 

? Max Emerald 

: Mox Jet 

? Max Pearl 

? Max Ruby 

: Mox Sapphire 

: Natural Selection 
2 Nether Shadow 
3 Nettling Imp 

: Nevinyrral’s Disk 
: Nightmare 

? Northern Paladin 
> Obsianus Golem 
: Orcish Artillery 
H Orcish Oriflamme 
2 Paralyze 

: Pearled Unicorn 
} Personal Incarnation 
2 Pestilence 

: Phantasmal Forces 
: Phantasmal Terrain 
? Phantom Monster 
? Pirate Ship 

> Plains 

2 Plateau 

? Power Sink 

: Power Surge 

: Prodigal Sorcerer 
2 Psionic Blast 

? Psychic Venom 
> Purelace 

H Raging River 

? Red Elemental Blast 
: Red Ward 

: Regeneration 

2 Regrowth 

? Resurrection 

: Reverse Damage 
: Righteousness 

2 Roc of Kher Ridges 
4 Rock Hydra 

= Rod of Ruin 

2 Royal Assassin 

2 Sacrifice 

: Samite Healer 

> Savannah 

2 Savannah Lions 
? Scathe Zombies 
: Scavenging Ghoul 
? Scrubland 

2 Scryb Sprites 

? Sea Serpent 

: Sedge Troll 

2 Sengir Vampire 
3 Serra Angel 

: Shatter 

: Shivan Dragon 

> Simulacrum 


Sinkhole 


: Siren's Call 

> Sleight of Mind 
2 Smoke 

> Sol Ring 


Soul Net 

Spell Blast 

Stasis 

Steal Artifact 
Stone Giant 

Stone Rain 

Stream of Life 
Sunglasses of Urza 
Swamp 

Swords to Plowshares 
Taiga 

Terror 

Thicket Basilisk 


: Thoughtlace 
> Throne of Bone 
? Timber Wolves 
2 Time Vault 

> Time Walk 

2 Timetwister 
: Tranquility 

= Tropical Island 
2 Tsunami 

2 Tundra 

2 Tunnel 
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8.00 
850 
1.00 
1,00 
8.00 
1.00 
180.00 
182.50 
182.50 
185.00 
187.50 
25.00 
10.00 
3.63 
30.00 
23.90 
10.00 
200 
2.00 
2.00 
1.00 
1,00 
10.00 
1.00 
200 
1.00 
225 
6.00 
1.00 
40.00 
1.00 
8.00 
200 
28.50 
1.00 
5.00 
38.63 
1.00 
2.00 
1.00 
10.00 
280 
10.95 
6.00 
10.00 
15.00 
200 
2350 
2.00 
1.00 
40.00 
16.00 
1.00 
200 
40.00 
1.00 
1.00 
12.00 
10.00 
18.00 
1.00 
40.00 
200 
15.00 
200 
10.00 
800 
15.48 
2.00 
1.00 
9.00 
2.00 
200 
1.00 
1.00 
6.00 
1.00 
12.00 
40.00 
1.00 
215 
5.50 
200 
700 
70.00 
24500 200.00 
195.00 150.00 
20 100 
5000 40.00 
250 200 
$800 40.00 
250 200 
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12.00 
O75 
200 
200 
200 
3.00 

35.00 

145.00 

75.00 
075 

12.00 
2.00 

12.00 
2.00 
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250 
250 
250 
250 


0.25 


tem 


Twiddle 


C 


TwoHeaded Giant of Forys R 


Underground Sea 
Unholy Strength 
Unsummon 
Uthden Troll 


Verduran Enchantress 
Vesuvan Doppelganger 
Veteran Bodyguard 
Volcanic Eruption 


Volcanic Island 
Wall of Air 

Wall of Bone 
Wall of Brambles 
Wall of Fire 

Wall of ice 

Wall of Stone 
Wall of Swords 
Wall of Water 
Wanderlust 
Warp Artifact 
Water Elemental 
Web 

Wheel of Fortune 
White Knight 
White Ward 

Wild Growth 
Will-0'-The-Wisp 
Winter Orb 
Wooden Sphere 


Word of Command 


Wrath of God 
Zombie Master 


Complete Set 
Booster Display 
Booster Pack 
Starter Display 
Starter Deck 
Typical Common 


Air Elemental 
Ancestral Recall 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Armageddon 
Aspect of Wolf 
Bad Moon 
Badlands 
Balance 

Basalt Monolith 
Bayou 

Berserk 

Birds of Paradise 
Black Knight 
Black Lotus 
Black Vise 
Black Ward 
Blaze of Glory 
Blessing 

Blue Ward 

Bog Wraith 
Braingeyser 
Burrowing 
Camouflage 
Castle 

Celestial Prism 
Channel 

Chaos Orb 
Chaoslace 
Clockwork Beast 
Clone 
Cockatrice 
Consecrate Land 
Conservator 


Contract from Below 


Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Counterspell 
Crusade 
Crystal Rod 
Cursed Land 
Cyclopean Tomb 
Dark Ritual 
Darkpact 
Deathgrip 


R 


Cc 
Cc 
U 
R 
R 
R 
R 
R 
U 
U 
U 
U 
U 
U 
U 
U 
U 
R 
U 
R 
R 
U 
U 
C 
R 
R 
U 
R 
R 
R 
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1.70 
45.88 
40.00 

1.00 

1.00 

250 

700 
35.00 
13.20 

6.00 
40.00 

225 

2.00 

2.00 

2.00 

200 

2.00 

275 

2.00 

2.00 

6.00 

2.00 

700 
25.00 

8.00 

200 

1.00 

15.00 
20.00 

200 
48.00 
33.43 
10.00 
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S500 2,375 
1 100 
1,875 
200 
0.25 


$1.50 
140.00 
1.00 
1.00 
3.50 
4.00 
8.00 
4.00 
8.00 
15.00 
6.00 
1.00 
15.00 
30.00 
8.00 
2.00 
275.00 
2.00 
1.00 
28.50 
5.00 
1.00 
1.00 
9.00 
1,00 
6.00 
1.00 
1.00 
1.00 
60.00 
3.00 
4.00 
5.05 
5.00 
8.00 
1.00 
315 
2.00 
1.00 
8.00 


075 
30.00 
12.00 

0.75 

075 

2.00 

4.00 
25.00 

100 

3.00 
18.00 

2.00 

2.00 

2.00 

200 

2.00 

2.00 

2.00 

2.00 

2.00 

200 

2.00 

2.00 

700 

4.00 

200 

075 

6.00 

3.00 

2.00 
23.00 

6.00 

5.00 


2,000 
70 
1,500 
140 
0.10 


$1.00 
80.00 


: Item 


? Deathlace 
; Demonic Attorney 
? Demonic Hordes 
? Demonic Tutor 

: Dingus Egg 

? Disenchant 

? Disrupting Scepter 
: Dragon Whelp 

2 Drain Power 

? Dwarven Demo Team 
? Earth Elemental 
: Earthbind 

? Earthquake 

? Elvish Archers 

+ Evil Presence 

$ False Orders 

? Farmstead 

? Fastbond 

: Feedback 

? Fire Elemental 

3 Fireball 

: Flashfires 

; Force of Nature 
} Forcefield 

? Fork 

+ Fungusaur 

? Gaea's Liege 

? Gauntlet of Might 
? Glasses of Urza 
: Gloom 

? Goblin Balloon Brigade 
? Goblin King 

: Granite Gargoyle 
? Green Ward 
UNLIMITED tore 


$2950 $2,500 $1,600 
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Helm of Chatzuk 


? Hive, The 

? Howl from Beyond 
? Howling Mine 
: Hurloon Minotaur 
: Hurricane 

? Hypnotic Specter 
? Ice Storm 

: Icy Manipulator 
2 Mllusionary Mask 
Instill Energy 

: Invisibility 

? Iron Star 

? Island Sanctuary 
? Wory Cup 

: Jade Monoith 

? Jade Statue 

? Jayemdae Tome 
 Juggemaut 

; Jump 

? Karma 

? Keldon Warlord 
: Kormus Bell 

> Kudzu 

? Lance 

> Ley Druid 

> Library of Leng 
2 Lich 

? Lifeforce 

: Lifelace 

? Lifetap 

? Lightning Bolt 
> Living Artifact 
H Living Lands 

> Living Wall 

? Uanowar Elves 
> Lord of Atlantis 
2 Lord of the Pit 
? Lure 

: Magical Hack 
: Mahamoti Djinn 
? Mana Flare 

? Mana Short 

: Mana Vault 

? Manabarbs 

: Meekstone 

3 Mesa Pegasus 
: Mind Twist 

= Mox Emerald 

3 Mox Jet 

: Mox Pearl 

H Mox Ruby 

= Mox Sapphire 
: Natural Selection 
: Nether Shadow 
= Nettling Imp 

2 Nevinyrral's Disk 
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: Item h : lem 


; Nightmare 


R W208 800 400 2 RS 400 100 2 
? Northen Patadin R SOO 640 300 2 ? Time Vault R 6500 55.00 2500 3 
? Obsianus Golem U 2 100 «050 1 ? Time Walk R IBSOB 165.00 10000 5 
: Orcish Artillery U2 100 035 1 : Timetwister R PAG00 120.00 8000 5 
? Orcish Oriflamme U gM 1.00 050 1 ? Tropical Island R |) 2008 15.00 1000 4 
? Pearled Unicorn CM 02 0201 ? Tsunami 1 ee 
? Personal Incamation R GMO 400 300 2 > Tundra R 2008 1500 1000 4 
Pestilence Cm 025 0201 > Tunnel U 208 100 035 1 
? Phantasmal Forces U (M0 1.00 035 1 ? Twiddle CG 050 0201 
? Phantasmal Terrain C [GG 025 020 1 } TwoteadedGiantofForysR |ABOO 40.00 2000 3 
? Phantom Monster USO 100 035 1 ? Underground Sea R Pe 1500 000 4 
: Pirate Ship R600 400 150 2 + Uthden Troll U S08 100 O50 1 
> Plateau R MOO 1500 00 4 ? Verduran Enchantress R GMO 4.00 200 2 
? Power Sink C ime 025 0201 ? Vesuvan Doppelganger R [2500 2000 1200 3 
: Power Surge ROSH 400 100 2 : Veteran Bodyguard R OM 700 300 2 
? Prodigal Sorcerer «= C (0.25 (020 1 ? Volcanic Eruption R GME 400 200 2 
> Psionic Blast U 72500 2000 050 3 ? Volcanic Island R200) 1500 000 4 
? Psychic Venom Came 02 021 2 Wall of Air U2 100 O50 1 
> Purelace R50 300 050 2 > Wall of Bone U2 100 035 1 
2 Raging River R MOOG 3315 1700 3 ? Wall of Brambles U2 100 0301 
¢ Red Elemental Blast C 7M) 025 020 1 2 Wall of Fire U ZOO 100 035 1 
= Red Ward UM 100 021 > Wall of Ice UP 20 100 «0501 
? Regeneration Ci 02 021 > Wall of Stone U2 100 0501 
> Regrowth U 7580 300 100 2 ? Wall of Swords U 208 100 050 1 
¢ Resurrection U>SO 1.70 191 ? Wall of Water U2 100 0501 
: Reverse Damage R680 500 200 2 : Wanderlust U 200 100 050 1 
Righteousness R500 500 200 2 ? Warp Artifact R600 350 100 2 
: Roc of Kher Ridges R WOO 600 300 2 3 Water Elemental U7 2 100 0801 
= Rock Hydra R W200 10.00 200 2 ? Web R500 400 200 2 
= Rod of Ruin U 500 100 035 1 ? Wheel of Fortune  R | 1600 1300 400 3 
} Royal Assassin R MOG 1200 125 3 ? White Knight U730G 200 100 2 
Sacrifice U 7268 100 0501 ? White Ward UTR 100 025 1 
} Samite Healer CIM 025 om 1 ? Wil-O'The-Wisp R| SOD 600 300 2 
} Savannah R 2000 1500 1000 4 ? Winter Orb R00 500 200 3 

R WOG 500 100 3 U 2m 100 0251 


 Scathe Zombies 


c 020 1 
= Scavenging Ghoul «= U (1.00 (035 1 
? Scrubland R 728 1500 1000 4 
2 Sea Serpent CM 025 om 1 
Sedge Troll R OU «733° «200 2 2 
2 Sengir Vampire Um 425 «100 2 = 
? Serra Angel U Fes 600 «100 3 Complete Set $35 $2775 $m0 4 
= Shatter Ci 02 om 1 Booster Display 450 300 2505 
? Shivan Dragon R 500 1700 900 4 Booster Pack 1975 (973 695 4 
2 Simulacrum U P3o 100 021 Starter Display <a 
 Sinkhole C 200 1000 1001 Starter Deck oS 56 ws 
> Siren's Call U2 100 0351 Typical Common 0% 0 000 
2 Sleight of Mind R PSO 450 200 2 
? Smoke R GOO 400 200 2 Air Elemental U $29 $1.00 $050 1 
= Sol Ring UTS 50 10 2 Aladdin's Lamp R 3) 200 191 
= Soul Net U 20 100 0251 Aladdin's Ring R 300 22 1001 
2 Spell Blast CMe 025 Om 1 Animate Artifact U 480 059 025 1 
? Stasis R80 500 100 2 Animate Dead U 180 090 050 1 
: Steal Artifact U2 100 0501 Animate Wail R300 200 101 
2 Stone Giant U2 100 0251 Ankh of Mishra R 400 300 1501 
2 Stream of Life Chi 02 01 Armageddon R800 600 450 4 
> Sunglasses of Uca = R BOO 400 150 2 Armageddon Clock R |) S00 229 100 1 
? Swords to Plowshares U [7@O0 250 100 2 Aspect of Wolf R 400 300 2001 
? Taiga RO 1500 900 4 Atog C) O23 023 005 0 
? Terror Cie 02 020 1 Bad Moon R| B00 600 400 4 
? Thicket Basilisk U2 100 101 Badlands R | 1800 1200 800 4 
? Thoughtlace RSG 300 050 2 Balance R 600 452 300 2 
U2 100 025 1 Basalt Monolith U 200 100 025 1 


2 Throne of Bone 


? Timber Wolves 


? Wooden Sphere 


TOTAL ACCESS GAMES 


/ would say it’s a 50/50 mix between experienced gamers and new players. Pokémon has pulled 
in a bunch of new players, mostly younger kids. 


/ am mostly indifferent to the age restrictions at this year's Pokémon regional. | think it will sup 
port kids’ getting more into it, Keeping the game on a competitive level within their age groups. 


Any Pokémon foil card sells really well. We are selling foils at around §10 each. 


Item 


Bayou R 1800 1200 800 4 : Farmstead R 400 300 1001 
Birds of Paradise R B00 600 500 4 ? Fasthond R 600 479 200 1 
Black Knight U 200 100 050 1 ? Feedback U 100 050 025 1 
Black Vise U 300 100 0501 ? Fire Elemental U 100 079 025 1 
Black Ward U 100 050 025 1 + Fireball C O50 025 005 0 
Blessing R $00 300 1001 ? Flashfires U 100 055 025 1 
Blue Elemental Blast C 035 0.25 005 0 ? Flying Carpet R 300 200 1001 
Blue Ward U> 188 050 025 1 : Force of Nature R 800 600 300 2 
Bog Wraith U 100 075 025 1 > Fork R 2000 15.00 10.00 3 
Bottle of Suleiman RSM) 200 1.00 1 > Fungusaur R400 300 2001 
Braingeyser R 980 700 350 3 3 Gaea's Liege R 700 400 2501 
Brass Man U> 108 059 025 1 : Glasses of Urza UU 075 025 1 
Burrowing U> 100 075 025 1 > Gloom U > 700 100 050 1 
Castle U 100 075 025 1 : Goblin Balloon Brigade U 100 «0.75 «025 1 
Celestial Prism U 100 075 025 1 ? Goblin King PR 2 


BIG LEAGUE BASEBALL CARDS SUPPLY 


Tim Malott 


Most Pokémon players here are new, getting involved in the game through watching the TV show. 


/ agree with the regionals age restriction, but Pokémon is enjoyed by all ages. They should have 
diferent age brackets. Our own tournaments separate kids into age brackets of 6 to 11 and 12 and 
up. That way, the big boys can compete against each other, and kids play against each other, mak- 
ing it more fair. 


There are two really popular cards—Pikachu and Charizard. Charizard is a big dragon with 120 HP 
and Pikachu is the number-one character from the TV show, so everyone wants to get their hands 
on him. The “Zap” preconstructed deck is the most popular one because it’s got Pikachu in it. Kids 
simply love this character. 


Granite Gargoyle 


Channel U 150 088 025 1 R800 600 300 2 
Chaoslace R $00 149 050 1 Green Ward U) 100 050 025 1 
Clockwork Beast R 400 249 100 1 Guardian Angel C O50 019 005 0 
Clone U B00 500 O75 2 : Helm of Chatzuk R 300 200 1001 
Cockatrice R $00 365 2001 } Howling Mine R 800 600 400 3 
Conservator U 200 050 025 1 ? Hurkyl's Recall R GOO 200 050 1 
Contract from Below R $00 300 100 1 : Hurricane U > 100 075 025 1 
Control Magic U 300 200 075 1 ? Hypnotic Specter U | 300 200 100 1 
Conversion U > 100 050 0251 > Instill Energy U 100 075 025 1 
Copy Artifact R B00 573 250 2 > Iron Star U 100 050 025 1 
Counterspell U 200 100 050 1 i Island Fish Jasconius R | 400 215 1.00 1 
Crumble U 100 063 025 1 Island Sanctuary R 400 300 1001 
Crusade R B00 600 350 2 ? ory Cup U>T00 050 025 1 
Crystal Rod U1 075 025 1 = Wory Tower R600 400 250 2 
Cursed Land U 100 063 025 1 } Jade Monolith R300 200 100 1 
Dancing Scimitar R 300 250 1001 } Jandor’s Ring R) 400 225 10901 
Dark Ritual C O35 023 005 0 : Jandor’s Saddlebags R GOO 215 100 1 
Darkpact R 400 300 1001 ? Jayemdae Tome = sR | GOD 4.00 1.50 1 
Deathgrip U 100 050 025 1 ; Juggernaut U $00 325 O75 1 
Deathlace R 300 188 100 1 ? Karma U) U8 075 025 1 
Demonic Attorney R 628 300 1001 = Keldon Warlord U 200 100 050 1 
Demonic Hordes R 1400 800 600 2 ? Kird Ape C 100 029 010 0 
Demonic Tutor U BOO 400 100 2 ? Kormus Bell R300 275 1001 
Desert Twister U>T2 100 025 1 > Kudzu R 400 300 1001 
Dingus Egg R 400 300 1.00 1 ? Lance U 100 075 025 1 
Disintegrate C O50 025 005 0 > Ley Druid U 7700 063 025 1 
Disrupting Scepter R 400 300 150 2 > Library of Leng U8 067 025 1 
Dragon Engine R 300 200 050 1 : Lifeforce U 100 067 025 1 
Dragon Whelp U 250 100 0501 2 Lifelace R300 1.75 095 1 
Drain Life C035 025 005 0 2 Lifetap U 700 050 025 1 
Drain Power R 600 300 1501 ¢ Lightning Bolt C 250 075 025 1 
Dwarven Weaponsmith U 100 0.75 025 1 = Living Artifact R $00 250 100 1 
Earth Elemental UD U00 075 025 1 2 Living Lands R300 250 1001 
Earthbind C O50 019 005 0 ? Living Wall U > 250 079 025 1 
Earthquake R 600 400 200 3 : Ulanowar Elves C O35 025 005 0 
Ebony Horse R300 200 1.00 1 Lord of Atlantis R600 425 300 1 
EL-Haijj R 400 300 100 1 ? Lord of the Pit R B80 595 300 1 
Elvish Archers R 400 300 200 1 : Lure U >TO 075 025 1 
Energy Flux U 100 050 025 1 : Magical Hack R 500 300 2001 
Evil Presence U 100 075 025 1 ? Magnetic Mountain R | 300 200 100 1 
Eye for an Eye R 400 300 2001 : Mahamoti Djinn R 800 600 450 4 


Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 
Mijae Djinn 
Millstone 

Mind Twist 
Mishra’s War Machine 
Nether Shadow 
Nettling Imp 
Nevinyrral’s Disk 
Nightmare 
Northern Paladin 


Orcish Artillery 
Orcish Oriflamme 
Omithopter 
Personal Incarnation 
Phantasmal Forces 
Phantom Monster 
Pirate Ship 
Plateau 

Power Surge 
Primal Clay 
Purelace 
Reconstruction 
Red Elemental Blast 
Red Ward 
Regrowth 
Resurrection 
Reverse Damage 
Reverse Polarity 
Righteousness 
Roc of Kher Ridges 
Rock Hydra 
Rocket Launcher 
Rod of Ruin 

Royal Assassin 
Sacrifice 
Savannah 
Savannah Lions 
Scavenging Ghoul 
Scrubland 

Sedge Troll 

Sengir Vampire 
Serendib Efreet 
Serra Angel 
Shatterstorm 

; Shivan Dragon 

2 Simulacrum 

3 Siren’s Call 

$ Sleight of Mind 

; Smoke 

? Sol Ring 

? Sorceress Queen 

: Soul Net 

2 Stasis 

? Steal Artifact 

> Stone Giant 

; Sunglasses of Urza 
} Swords to Plowshares 
? Taiga 

: The Hive 

? The Rack 

; Thicket Basilisk 

> Thoughtlace 

; Throne of Bone 

? Timber Wolves 

2 Titania's Song 

: Tropical Island 

; Tsunami 

? Tundra 

: Tunnel 

; Underground Sea 
? Uthden Troll 

? Verduran Enchantress 
+ Vesuvan Doppelganger 
; Veteran Bodyguard 
? Volcanic Eruption 

> Volcanic Island 
Wall of Air 

? Walll of Bone 

3 Wall of Brambles 

: Wall of Fire 

= Wall of Ice 

3 Wall of Stone 

> Wall of Swords 

; Wall of Water 

; Wanderlust 

> Warp Artifact 


4.00 
3.00 
3.40 
3.00 
3.40 
4.00 
5.00 
3.00 
2.00 
3.00 
1.00 
6.00 
700 
5.00 
0.75 
1.75 
0.75 
067 
055 
3.00 
0.50 
0.75 
250 
12.00 
3.00 
200 
2.00 
0.19 
0.25 
0.50 
2.00 
1.00 
3.00 
0.50 
3.00 
5.00 
8.00 
3.00 
050 
10.00 
050 
12.00 
4.00 
0.50 
12.00 
5.00 
3.45 
6.25 
5.00 
1,00 
14.75 
0.59 
0.75 
3.00 
250 
4.00 
5.00 
050 
4.00 
0.75 
083 
250 
1.50 
12.00 
3.00 
1.00 
0.99 
1.50 
050 
290 
250 
12.00 
0.75 
12.00 
075 
12.00 
090 
3.00 
15.00 
5.00 
3.00 
12.00 
075 
0.50 
050 
050 
050 
0.55 
0.75 
0.50 
0.63 
2.00 
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: Item 


: Web 


> El-Hajjaj 


2 Water Elemental UT 050 025 1 

R 30) 250 1001 
> Wheel of Fortune R 1200 900 500 3 
> White Knight U 200 10 050 1 
? White Ward U 100 050 025 1 
2 Will-0'-The-Wisp R700 500 300 2 
2 Winter Orb R 700 500 300 4 
: Wooden Sphere U 1 050 025 1 
> Wrath of God R 900 700 500 4 
? Zombie Master R 500 300 2001 

= . 

: Complete Set $250 $210 $125 3 
> Booster Pack 495 325 295 2 
? Booster Display 35 0105 85 3 
2 Starter Deck 95 10 895 2 
> Starter Display a 7 3 
? Typical Common 0% 010 005 0 
? Abomination U (SG $0.73 $025 1 
> Air Elemental Uae 4093 035 1 
; Aladdin's Lamp Rao 300 1501 
? Aladdin's Ring Rao 300 1501 
: Ali Baba UW 050 035 1 
= Angry Mob UTR 063 025 1 
2 Animate Artifact UST 050 025 1 
? Animate Dead UW 063 025 1 
: Animate Wall Raeo 300 150 1 
Ankh of Mishra R400 300 2001 
3 Armageddon R800 600 300 4 
3 Armageddon Clock R | G0 300 150 1 
: Ashes to Ashes UDT 050 025 1 
? Ashnod’s Battle Gear UMM 050 035 1 
} Aspect of Wolf Reo 300 200 1 
: Backfire UM 050 025 1 
? Bad Moon Rm 500 300 4 
? Balance RBM 400 200 2 
? Ball Lightning RM 800 400 3 
: Birds of Paradise RS0 600 300 4 
? Black Knight U 200 100 0501 
? Black Mana Battery RAM 300 200 1 
> Black Vise U2 100 0501 
Black Ward U1MG 050 025 1 
? Blessing R62 300 2001 
? Blight UM 073 035 1 
: Blue Mana Battery R800 300 200 1 
? Blue Ward Ue 050 025 1 
> Bog Wraith UTR 050 025 1 
3 Bottle of Suleiman R ADD 3.00 150 1 
; Brass Man UD 050 025 1 
? Bronze Tablet R7@00 300 150 1 
2 Burrowing UDG 050 025 1 
: Carrion Ants Ua 100 050 1 
? Castle UB 050 025 1 
2 Cave People Ue 050 025 1 
2 Celestial Prism UM 050 025 1 
: Channel UTM 050 0251 
> Chaoslace Re 200 095 1 
> Clockwork Avian R60) 300 2001 
> Clockwork Beast Rao) 300 200 1 
> Cockatrice Ri S00 300 200 1 
? Colossus of Sarda = R GM 500 200 1 
$ Conservator UN 050 025 1 
+ Control Magic U 20) 100 O50 1 
? Conversion U0 050 (025 1 
: CoP: Artifacts U2aG 088 035 1 
> Coral Helm Reo 300 1501 
? Cosmic Horror Rap 300 201 
; Counterspell UZ 075 025 1 
= Crimson Manticore oR MM 300 150 1 
: Crumble UT 050 025 1 
? Crusade R700 500 200 2 
Crystal Rod UM 050 025 1 
: Cursed Land UD 050 025 1 
? Cursed Rack UM 075 0251 
? Dancing Scimitar Re00 300 1501 
; Deathgrip UTR 050 025 1 
> Deathlace ReM 225 100 1 
Desert Twister U iG 083° 025 1 
> Detonate UG 060 035 1 
> Diabolic Machine UP 050 025 1 
H Dingus Egg Ra0o 6300 2001 
} Disrupting Scepter R eep 300 200 2 
? Divine Transformation U (AB 085 035 1 
: Dragon Engine Reo 300 1001 
: Dragon Whelp U 280 100 0501 
? Drain Power R800 300 2001 
? Earth Elemental UT 075 025 1 
: Earthquake R500 400 200 2 
? Ebony Horse Ra 300 1001 

Re 300 200 1 


Item 


Elder Land Wurm 
Elven Riders 
Elvish Archers 
Energy Flux 
Evil Presence 
Eye for an Eye 
Feedback 
Fellwar Stone 
Fire Elemental 
Fireball 
Flashfires 
Flying Carpet 
Force of Nature 
Fungusaur 
Gaea's Liege 
Ghost Ship 
Glasses of Urza 
Gloom 


Goblin Balloon Brigade 


Goblin King 
Greed 

Green Mana Battery 
Green Ward 
Helm of Chatzuk 
Howling Mine 
Hurkyl's Recall 
Hurr Jackal 
Hurricane 
Hypnotic Specter 
Infero 

Instill Energy 
Iron Star 

Island Fish Jasconius 
Island Sanctuary 
lvory Cup 

Wory Tower 
Jade Monolith 
Jandor’s Saddlebags 
Jayemdae Tome 
Junin Efreet 
Karma 

Keldon Warlord 
Killer Bees 
Kismet 

Kormus Bell 
Land Tax 
Leviathan 

Ley Druid 
Library of Leng 
Lifeforce 
Lifelace 

Lifetap 
Lightning Bolt 
Living Artifact 
Living Lands 
Lord of Atlantis 
Lord of the Pit 
Lure 

Magical Hack 
Magnetic Mountain 
Mahamoti Djinn 
Mana Clash 
Mana Flare 
Mana Short 
Mana Vault 
Manabarbs 
Meekstone 
Millstone 

Mind Bomb 
Mind Twist 
Mishra’s Factory 


Mishra's War Machine 


Nether Shadow 
Nevinyrral's Disk 
Nightmare 
Northem Paladin 
Oasis 

Obsianus Golem 
Onulet 

Orcish Artillery 
Orcish Oriflamme 
Omithopter 

Osai Vultures 
Personal Incarnation 
Phantasmal Forces 
Phantom Monster 
Pirate Ship 

Power Surge 
Primal Clay 
Psionic Entity 
Purelace 
Pyrotechnics 
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3.00 
0.75 
3.00 
0.60 
0.50 
3.00 
0.50 
0.88 
075 
0.13 
050 
3.00 
5.95 
3.00 
350 
050 
0.50 
075 
0.67 
4.00 
3.00 
3.00 
050 
3.00 
5.05 
3.00 
3.00 
0.63 
2.00 
3.98 
050 
050 
3.00 
3.00 
050 
4.00 
3.00 
3.00 
3.95 
075 
073 
075 
1.00 
098 
3.00 
4.00 
4.00 
050 
050 
050 
3.00 
0.50 
0.45 
3.00 
3.00 
3.90 
5.00 
0.63 
3.00 
3.00 
6.00 
3.00 
4.00 
3.00 
3.00 
3.00 
3.00 
4.13 
0.60 
3.00 
3.00 
3.00 
3.00 
6.00 
6.00 
4.00 
055 
0.50 
3.00 
0.67 
050 
0.50 
050 
3.00 
050 
0.67 
3.00 
3.00 
3.00 
3.00 
250 
050 


025 
025 
025 
025 
025 
025 
125 


025 
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: item 


H Radjan Spirit 

? Rag Man 

? Rebirth 

: Red Mana Battery 
} Red Ward 
Relic Bind 

3 Reverse Damage 
: Righteousness 
; Rod of Ruin 
Royal Assassin 
3 Savannah Lions 
3 Scavenging Ghoul 
? Segovian Leviathan 
? Sengir Vampire 
: Serra Angel 

; Shapeshifter 

? Shivan Dragon 

} Simulacrum 

3 Sindbad 
 Siren’s Call 

? Sleight of Mind 
+ Smoke 

; Sorceress Queen 
3 Soul Net 

; Spirit Link 

$ Spirit Shackle 

> Stasis 

> Steal Artifact 

: Stone Giant 

; Strip Mine 

> Sunglasses of Urza 
? Swords to Plowshares 
: Sylvan Library 

H Tawnos's Wand 

? Tawnos’s Weaponry 
? Tempest Efreet 

: Tetravus 

: The Hive 

3 The Rack 

3 Thicket Basilisk 

} Thoughtlace 

? Throne of Bone 

+ Timber Wolves 

; Time Elemental 

; Titania's Song 

} Triskelion 

} Tsunami 

} Tunnel 

Uncle Istvan 

? Untamed Wilds 

: Urza's Avenger 

? Uthden Troll 

} Verduran Enchantress 
+ Visions 

; Volcanic Eruption 
> Wall of Air 

? Wall of Bone 

: Wall of Brambles 
? Wall of Dust 

3 Wall of Fire 

+ Wall of Ice 

? Wall of Stone 
Wall of Swords 

} Wall of Water 

+ Wanderlust 

} Warp Artifact 

} Water Elemental 

? Web 

+ Whirling Dervish 

} White Knight 

} White Mana Battery 
+ White Ward 

? Will-0’-The-Wisp 
¢ Winds of Change 
+ Winter Blast 

; Winter Orb 

H Wooden Sphere 

} Wrath of God 

: Xenic Poltergeist 

= Zombie Master 


H Complete Set 

? Booster Pack 

: Booster Display 
; Starter Deck 

? Starter Display 

; Typical Common 


? Abbey Gargoyles 
? Abyssal Specter 


; R 500 250 3 > Derelor R449 300 2001 
? Ather Storm U 7300 059 025 1 ? Desert Twister U5 900 075 0251 
Air Elemental U 188 100 025 1 ? Detonate UTM 075 0251 
: Akron Legionnaire R448 300 200 1 Diabolic Machine UD 075 0251 
: Aladdin's Ring R 400 300 1501 : Dingus Egg R $00 300 1501 
> An-Hawa Constable R | #00 300 200 1 > Disrupting Scepter oR) MOD 300 200 2 
} Angry Mob U TMD 075 025 1 : Divine Transformation U | 98 085 025 1 
: Animate Dead UT 075 025 1 : Dragon Engine R400 300 100 1 
> Animate Wall R $00 300 1501 ? Drain Power R| 50 300 1501 
? Ankh of Mishra R400 300 150 1 ? Dust to Dust U 100 050 025 1 
> Anti-Magic Aura U 100 050 025 1 : Dwarven Catapult UT 059 025 1 
: Arenson's Aura U 100 050 025 1 > Dwarven Hold R850 300 1501 
? Armageddon R| 600 600 300 4 ? Dwarven Ruins U) 100 075 025 1 
? Ashes to Ashes U 700 050 025 1 ? Earthquake R $00 400 200 2 
? Ashnod’s Altar U 400 059 025 1 Ebon Stronghold U 7300 075 0251 
? Aspect of Wolf R450 300 200 1 ? Elder Druid R $00 300 1751 
? Atog U 400 050 025 1 ? Elkin Bottle R400 300 1501 
? Azure Drake UT 059 0251 : Elven Riders UTM 075 0251 
? Bad Moon R 700 500 295 4 ? Elvish Archers R400 300 1501 
} Ball Lightning R000 800 300 4 ? Energy Flux UTM 050 025 1 
 Barl's Cage R 400 300 1501 } EwlEyeofOrms-by-Gore U | 000 0.85 035 1 
? Binding Grasp UT 075 025 1 ? Evil Presence U7 ie 050 025 1 
? Birds of Paradise R BOO 600 300 3 Eye for an Eye R600 300 1501 
? Black Knight U 200 100 050 1 2 Fallen Angel U7 200 100 050 1 
Blight U 400 075 025 1 } Feedback UTM 050 025 1 
: Blinking Spirit R 600 475 250 1 2 Feldon's Cane U7 150 100 0501 
} Bog Wraith U 100 050 025 1 } Fellwar Stone U 750 075 035 1 
; Bottle of Suleiman R 400 300 1501 H Feroz’s Ban R49 300 101 
: Bottomless Vault R 500 300 150 1 Fire Drake UT 059 025 1 
} Breeding Pit U 200 100 050 1 } Flame Spirit U1 059 025 1 
} Broken Visage R 400 300 200 1 ? Flashfires U1 050 025 1 

R 3 R400 300 1501 


: Brushland 
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BEES 


: Deflection 


R00 300 2001 R| 749 500 250 
$ Carrion Ants U > 200 100 0351 } Forget R 400 
2 Castle UM 050 025 1 ¢ Fountain of Youth U > 10 
> Cave People U7 050 025 1 ¢ Fungusaur Rk 40 
? City of Brass R W000 625 300 4 ? Fyndhom Elder Ui 
¢ Clockwork Beast R400 300 1501 ¢ Game of Chaos R448 
? Clockwork Steed  U) $M0 050 025 1 ? Gauntlets of Chaos = R | MAS 
? Cockatrice R449 300 2001 Glacial Wall U 100 
? Colossus of Sarda oR | 6M 400 200 1 Glasses of Urza U1 
} Conquer U 100 075 025 1 ? Gloom Te) 
> CoP: Artifacts U7 188 075 025 1 ? Goblin King R| 600 
> Coral Helm R400 300 150 1 ? Goblin Warrens R400 
? Counterspell C O50 (015 005 0 ? Greater Realm of Pres U | 200 
¢ Craw Giant U2 075 025 1 ? Greater Werewolf U1 
: Crimson Manticore R | 600 300 200 1 > Havenwood Battleground U 1,00 
? Crown of the Ages R | SOO 300 200 1 ? Hecatomb R500 
? Crumble U 7100 050 025 1 ? Helm of Chatzuk R 400 
: Crusade RW 500 295 2 : Hollow Trees R 450 
} Crystal Rod U0 050 025 1 ? Howling Mine R 10 
? Cursed Land U > 100 050 025 1 ? Hurky!'s Recall R40 
? Dance of Many R #49 300 175 1 ¢ Hurricane U 190 
: Dancing Scimitar R 60 300 201 + Hydroblast U1 
Deathgrip UMM 075 025 1 ? Icatian Phalanx U1 

R800 500 250 2 = Icatian Store R 450 


1 i Flying Carpet 


MILLENIUM GAMES & HOBBIES 


Most Pokémon players are new. Other games like Xena with good licenses and simple mechan- 
ics were still too complex for very young kids, but Pokémon is just right. It also has the backup 
merchandizing and cartoons. | don't think many Pokémon players will go on to Magic and other 
TGs, though—most of them will return to playing Nintendo eventually. 


The Regionals policy is amazing. It gives kids a chance to really compete without older people flock- 
ing to the event for the prizes. 


Charizard is our bestseller—there are better cards in the game, but it's a big flaming Pokémon that's 
popular on the TV show and people ask for it 2 lot. We sell it at S25 for a First Edition one, a bit 
Cheaper for the unlimited. 


; Force of Nature 


( R 
“The Gathering 


: Item H \ : Hem 


Item : ltem 


Icatian Town R400 300 1501 ? Orgg R | 450 300 2001 ? Tsunami U 700 059 025 1 2 Sentinel Ue 155 050 1 
Ice Floe U1 075 025 1 } Omithopter U > UR0 059 025 1 ? Underground River oR | SM0 450 250 3 ? Serpent Generator U (SMe 300 050 1 
Incinerate C050 015 005 0 ? Pentagram of the Ages R | S00 300 200 1 ? Untamed Wilds U 7700 059 (025 1 > Shield Wall U3 200 1.00 049 1 
Inferno R30 300 200 1 : Personal Incamation R | 400 300 200 1 : Urza's Avenger R500 300 2001 : Shimian Night Stalker U3 FRBG 1.00 050 1 
Infinite Hourglass =R | 450 300 150 1 ? Phantasmal Forces U | $00 050 025 1 } Urza's Bauble U1 050 025 1 ? Switri Scarzam C O85 010 005 0 
Instill Energy U ie 059 025 1 ? Phantom Monster =U | 908 0.75 025 1 ? Verduran Enchantress R 400 300 200 1 > Soflenarthe Swamp King U UGH «64.00 200 2 
Iron Star U D100 050 025 1 Pirate Ship R 400 300 2001 ? Wall of Air UT 075 025 1 > Stangg URS 200 0501 
tronclaw Curse Ra) 300 150 1 ? Power Sink U 108 050 025 1 ? Wall of Bone U 18 050 025 1 ? Storm Seeker U3 20 183 050 1 
Island Sanctuary R600 300 150 1 ? Pox R | 50 325 200 2 ? Wall of Brambles  U | 100 050 025 1 } Takklemaggot U3 208 1.00 025 1 
Ivory Cup U 10 050 025 1 ? Primal Clay R40 300 150 1 } Wall of Fire UT 050 025 1 Teleport U ee 150 050 1 
Ivory Guardians U 100 075 025 1 Primal Order R | 500 300 200 1 Wall of Stone U 100 059 025 1 : U3 ROG 1.00 025 1 
Jade Monolith R $00 300 101 ? Primordial Ooze U 059 025 1 ? Wall of Swords U U0 075 025 1 U RO 325 050 1 
Jalum Tome Ra00 300 1501 ? Pyroblast U 025 1 2 Wanderlust UPRRD 050 025 1 C RSS 00 005 0 
Jandor’s Saddlebags R400 300 150 1 ¢ Pyrotechnics U 025 1 : Warp Artifact R 300 150 1 C RSS «60 «6005 0 
Jayemdae Tome R500 320 2001 } Rabid Wombat U 025 1 } Whirling Dervish  U  200 1.00 035 1 c2 O38 010 005 0 
Jester's Cap R 1500 1000 400 2 ? Radjan Spirit U 025 1 ? White Knight U 200 100 050 1 U 20 175 «050 1 
Johtull Wurm U 100 059 025 1 ? Rag Man R 200 1 + Wind Spirit U 100 059 025 1 U ROG 400 050 1 
Jokulhaups R60 500 250 2 Recall R 1 ? Winds of Change = R ASO 300-150 1 : U 20 138 050 1 
Joven's Tools U 100 059 025 1 ? Reverse Damage = -R 1 ? Winter Blast U 700 075 025 1 } Wall of Opposition U3 (MBM 1.00 050 1 
H } Winter Orb R500 400 200 4 } Wall of Wonder U3 GG 100 «(049 1 
§ Wolverine Pack UMD 059 025 1 Witch Hunter U3 ZG) «100 «050 1 
Wooden Sphere UST 050 025 1 Xira Arien U aoe 200 050 1 
LAKE CITY SPORTS CARDS & COMICS Word of Blasting =U) M00 059 025 1 Yawgmoth Demon U fi 200 050 1 
Wrath of God R 6800 600 300 4 ; 
Wyluli Wolf R @a9 300 2001 — = EaRe 
Xenic Poltergeist = R | OO 300 150 1 | RENAISSANCE | 
Zombie Master R500 300 200 1 Renaissance was produced in French, German and Italian to 
Zur’s Weirding R500 333 200 1 make available in those languages all of the cards that appeared 
in Chronicles, it they were Rot already. As a result, Italian 
CHRONICLES nit -Wrihanial 
Complete Set $0 $75 «($35 2 : 
More than half of the customers that buy Pokémon here are kids that found out about the game owns ad 4 A Rd : pei ns = _ : 
because of all the news coverage. Most of them have never played a card game before. Typical Common G2 010 005 0 ? Booster Pack $85 300 250 2 
Typical Card 10 02 001 
Abu Ja'far U3 ($200 $1.00 $025 1 H 
The age limit for regionals is terrible. The kids have proved they're just as good as the adults. They ivuldaaaiale, > eae Mes Some $083 6025 | 
. é Aladdin U PSG «200 050 1 3 Angry Mob 2 063 025 1 
should get a chance to prove it! There should at least be different divisions for different age groups. Angelic Voices U RG 300 050 1 Ball Lightning 1200 800 500 4 
Arcades Sabboth «= sU «SO 400075 1 Black Mana Battery 20 063 0251 
Arena of the Ancients U ("OO 195 050 1 ? Blue Mana Battery 2 083 0251 
Charizard is the most popular card for single sales. The most requested card seems to change from Axelrod Gunnarson «= U SRO «200 050 1 ? Carrion Ants 20 150 025 1 
} Ayesha Tanaka U Ro 200 050 1 ? Clockwork Avian 200 063 025 1 
week to week—depending on which Pokémon was on the TV show last! This week it's Zapados. jews tale U3 200 100 050 1 ? Colossus of Sardia 70 200 025 1 
Banshee U3 200 1.00 025 1 ? CoP: Artifacts 200 150 025 1 
Bart's Cage U GRP 150 «0501 : Cosmic Horror $0 063 025 1 
Beasts of Bogardan U3 20 1.00 O50 1 ? Crimson Manticore 20 063 0251 
; ? Blood Moon U SOG 300 050 1 Divine Transformation 20 10 0251 
Justice U1 075 035 1 Righteousness R 40 300 2001 Blood of the Martyr U3 (ZOO 1.00 025 1 Elder Land Wurm 200 083 025 1 
Juxtapose R $00 300 1501 > Rod of Ruin U $00 050 025 1 ? Book of Rass U 20 100 050 1 2 Fellwar Stone 20 10 0251 
Karma U 1 075 025 1 2 Ruins of Trokair U 1 075 0251 ? Bronze Horse U ae 150 0501 ? Green Mana Battery 20 063 0251 
Karplusan Forest = =R SOD 473 250 3 ? Sacred Boon U 100 059 025 1 Chromium U SOG 400 1.00 1 ? Hurt Jackal 20 025 025 1 
Keldon Warlord UWB 075 0251 Sand Silos R 500 300 1501 : City of Brass U (Oe «700 «400 4 i Inferno a0 100 025 1 
Killer Bees U 300 100 050 1 : Sea Spirit U 10 059 025 1 + Cocoon U3 ZO 100 «0251 : Junin Efreet S0 063 025 1 
Kismet U 278 100 0501 > Sea Sprite U1 075 025 1 } Concordant Crossroads U (AD 200 050 1 2 Killer Bees $0 200 025 1 
Kjeldoran Royal Guard R | 450 300 150 1 } Seasinger U 10 075 035 1 Craw Giant U3 20 100 050 1 Kismet 20 100 025 1 
Kjeldoran Skycaptain U 900 0.75 025 1 ? Segovian Leviathan =U 100 075 025 1 2 Cyclone U 20 150 050 1 ? Land Tax 40 350 200 2 
Knight of Stromgald U | 200 075 035 1 ? Sengir Autocrat R 400 300 2001 ? Dakkon Blackblade U WRB 395 100 1 ? Leviathan 4 150 025 1 
Leshrac’s Rite U 100 059 025 1 ? Seraph R 600 500 2001 + Dance of Many U ae 200 050 1 + Lost Soul 200 025 025 1 
Leviathan R 600 400 200 1 ? Serpent Generator oR 449 300 200 1 ? Enchantment Alteration U3 (200 1.00 025 1 ? Mana Clash 200 063 025 1 
Lhurgoyt R 700 500 300 3 ? Serra Bestiary U | 100 050 025 1 > Erhnam Djinn U3 SO 400 1.00 2 ? Mishra’s Factory 600 450 100 3 
Library of Leng U1 075 025 1 ? Serra Paladin U "908 050 025 1 ? Fallen Angel U3 ROR 200 100 1 > Rag Man 200 10 0251 
Lifeforce U 10 059 025 1 ? Shapeshifter U 100 075 025 1  Feldon’s Cane c2 988 025 005 1 Red Mana Battery 200 063 025 1 
Lifetap U 100 050 025 1 ? Shatterstorm U 108 075 025 1 : Fire Drake U3 OG 100 025 1 ? Shapeshifter 200 063 025 1 
Living Artifact R 400 300 1501 ? Shivan Dragon R 1500 1200 500 4 ? Fountain of Youth C2 GBR 0.10 005 0 3 Spirit Link 450 30 0251 
Living Lands R $60 300 1501 : Sibilant Spirit R $0 358 200 1 ? Gabriel Angelfire =U MM 200 050 1 Strip Mine 60 40 10 2 
Lord of Atlantis R| $49 400 200 1 = Skull Catapult U 100 075 025 1 ? Gauntlets of Chacs =U gi 200 O50 1 Sunken City 2 02 021 
Lord of the Pit R750 500 2001 2 Sleight of Mind R 400 300 1501 ? Goblin Artisans © U3 1.00 025 1 ? Syivan Library 60 400 30 3 
Lure U TOR 075 025 1 ? Smoke R400 300 1501 > Hell's Caretaker U SOR 400 050 1 > Tetravus 2 063 025 1 
Magical Hack R449 300 200 1 ? Sorceress Queen  =R | 600 400 200 1 ? Hor of Deafening U (agg 200 050 1 } Time Elemental 60 150 025 2 
Magus of the Unseen R | M00 300 200 1 Soul Net U 780 050 025 1 ? ory Guardians =» «U3 1.00 050 1 : Thiskelion 4m 20 025 1 
Mana Clash R40 300 150 1 2 Spirit Link U > 300 100 035 1 ? Jalum Tome U a 198 050 1 } Urza's Avenger 200 083 025 1 
Mana Flare R500 400 200 2 ? Stampede R48 300 2001 ? Jeweled Bird U 2m 100 050 1 ? Whirling Dervish 200 100 101 | 
Mana Vault R500 345 2001 : Stasis R | 500 398 2001 ? Johan U aBe 225 050 1 ? White Mana Battery 200 063 025 1 
Manabarbs R SO 300 1501 > Steal Artifact U0 075 025 1 } Juxtapose U ROR 150 050 1 ? Winds of Change $0 200 025 1 
Meekstone R S50 300 2001 = Stone Giant UST 050 025 1 ? Kei Takahashi C OSG 010 005 0 ? Xenic Poltergeist 200 063 025 1 
Millstone R600 400 200 2 Stone Spirit U 7700 059 025 1 ? Land's Edge U Roe 300 050 1 : 
Mind Bomb U0 075 025 1 ? Stromgald Cabal  =R | 449 300 200 1 = Marhault Elsdragon =C (GSS 0.10 005 0 : 
Mind Warp UO 075 025 1  Sulfurous Springs R | SOO 450 250 3 Nebuchadnezzar «UBM «3.0075 1 BoRAEIAN NIGHTS 
Mole Worms UPTO 059 025 1 ? Svyelunite Temple =U TOD 075 025 1 2 Nicol Bolas U ROO 400 100 1 } Complete Set $1000 $900 $750 4 
Necropotence R700 500 300 4  Syvan Library R 600 400 250 3 ? Obelisk of Undoing U (MD 1.50 050 1 Booster Display S200 4275 3613 5 
Nether Shadow R450 300 200 2 ? Tawnos's Weaponry U | 100 059 025 1  Palladia-Mors U 780 400 075 1 ? Booster Pack m 9 4 
Nevinyrral's Disk RB 600 300 4 2 The Hive R500 300 2001 } Petra Sphinx U RO 200 050 1 ? Typical Common 2 100 030 1 
Nightmare R840 600 295 2 3 The Wretched R600 400 200 1 ? Primordial Ooze U3 ZG 100 O50 1 ; 
Obelisk of Undoing R | AOD 300 200 1 Thicket Basilisk U 100 075 035 1 ? Puppet Master U3 Ae 1.00 050 1 > Abu Ja Far U3 [$ID $500 $200 1 
Orcish Artillery UTROO 075 025 1 hrone of Bone U 7900 050 025 1 ? Rabid Wombat U3 20 1.00 050 1 > Aladdin v2 7258 «700 «200 1 
Orcish Captain U >TO 059 025 1 Thrull Retainer U1 059 025 1 ? Rakalite 2 100 0501 2 Aladdin's Lamp U2 5G 2500 3001 
Orcish Oriflamme UO 075 025 1 ? Time Bomb R 449 300 200 1 : $0 175 050 1 ? Naddin's Ring v2 758 500 300 1 
Orcish Squatters  R | 44S 300 150 1 } Time Elemental R | 600 400 200 2 G00 179 050 1 ? Ali Baba U3 75 449-200 1 
Order of the Sacred Torch R 4,00 200 1 Titania's Song R 400 1 443 200 050 1 2 Al from Cairo U2 (R508 75.00 5000 4 
Order of the White Shield U |” 2.00 035 1 R 400 1 G0 200 050 1 > Amy of Allah cs 500 100 2 
{ *& 


Item 


Bazaar of Baghdad ©=U3 "2500 14.00 2 
Bottle of Suleiman U2 )7BG 5.00 2 
Brass Man U3 ee 300 101 
Camel C5 2a «200 «030 1 
City in a Bottle U2 S28 1500 600 2 
City of Brass US "3000 25.00 00 4 
Cyclone U3 P7SG 500 2001 
Dancing Scimitar U2 5 500 200 2 
Desert Ci P Sas 300 0301 
Desert Nomads C5 HSOG 200 030 1 
Desert Twister U3 7 70R 400 200 2 
Diamond Valley U2 F7OBR 55.25 4500 3 
Orop of Honey U2 "5000 4000 2000 3 
Ebony Horse U2 5b 500 200 1 
El-Haijaj v2 750 500 300 1 
Elephant Graveyard U2 "GBB0 25.00 2000 2 
Erhnam Djinn U2 "3OOD 2500 1000 4 
Eye for an Eye U3 7758 500 300 1 
Flying Carpet U3 PSG 500 200 1 
Flying Men CS Pe 500 300 2 
Guardian Beast U2 T7500 60.00 40.00 3 
Ifh-Biff Efreet U2 T3500 2635 1500 2 
Island Fish Jasconius U2 (9760 500 250 1 
Island of Wak-Wak U2 (4000 35.00 20.00 3 
Jandor’s Ring U2 7758 500 2001 
Jandor’s Saddiebags U2 7758 500 200 1 
Jeweled Bird U3 780 450 300 1 
Jihad U2 (ROGD 39.13 2700 3 
Junin Efreet U2 "0G «6700 300 2 
Juzam Djinn U2 20000 16750 99.00 5 
Khabal Ghoul U3 "4000 30.00 2000 3 
King Suleiman U2 P2088 1500 000 2 
Kird Ape C5 eRe 225 «100 3 
Library of Alexandria U3 (SOOO 100.00 70.00 5 
Magnetic Mountain U3 758 500 200 1 
Merchant Ship U3 OG 600 64 1 
Mijae Djinn U2 oe 70 (31 
Moorish Cavalry C5 SOR 250 030 2 
Mountain Ci PR 500 200 4 
Oasis U4 RG 359 «100 1 
Old Man of the Sea U2 (AGGR 3300 17100 3 
Oubliette Ch SRG 400 100 1 
Pyramids U2 (2580 20.00 1000 2 
Repentant Blacksmith U2 S°ROG 400 100 2 
Ring of Marif U2 4080 3200 1500 2 
Rukh Egg C3 GR 10.00 200 2 
Sandals of Abdallah U3 FIRB 600 400 2 
Serendib Djinn U2 "3G08 20.00 10.00 3 
Serendib Efreet U2 "3508 2500 1000 4 
Shahrazad U2 "2800 20.00 1000 2 
Sindbad U3 PIG «500 200 2 
Singing Tree U2 (HGR 3000 1500 2 
Sorceress Queen U3 QO 800 500 2 
Stone-Throwing Devils C4 GOR 500 200 2 
Wyluli Wolf C5 7 See 400 1001 
Ydwen Efreet U2 9200 1000 400 2 
EP ANTIQUITIES FE 
Complete Set $350 $265 $200 5 
Booster Display $0 850 786 4 
Booster Pack 6 20 04 
Typical Common 100 (050 0251 


Argivian Archaeologist U $42.00 $35.00 $20.00 
Armageddon Clock U2 | 500 400 100 


Wvory Tower U3 
Jalum Tome U2 


600 300 
400 1.50 


Ashnod’s Altar U27300 200 100 
Ashnod’s Battle Gear U2 G00 200 1.00 
Ashnod’s Transmogrant U3 200 1.50 1.00 
Atog Cs 200 «2095 6030 
Bronze Tablet U7 60 400 100 
Candelabra of Tawnos U G000 35.55 25.00 
Citanul Druid U3 7400 300 100 
Clockwork Avian U7 80 550 200 
Colossus of Sardia «=U | O80 40 
CoP: Artifacts U3 600 400 100 
Coral Helm U SOR 380 150 
Cursed Rack C7200 100 025 
Damping Field 3400 300 100 
Detonate U3 400 200 100 
Dragon Engine Co 20 (100g 
Owarven Weaponsmith U3 300 200 1.00 
Energy Flux U3 30 200 10 
Feldon's Cane C 800 500 1.00 
Gaea's Avenger U $M 1200 500 
Gate to Phyrexia 7400 300 «10 
Goblin Artisans U3 300 150 10 
Golgothian Sylex U 800 600 200 
Haunting Wind U3 800 249° «(100 
Hurkyl's Recall U3 50 400 100 
9.00 
5.00 


: Item 


> Martyrs of Koris U3 
= Mightstone U3 
3 Millstone U3 
: Mishra's Factory (Fall) U 
2 Mishra’s Factory (Spr) C 
= Mishra's Factory (Smr) U 
= Mishra’s Factory (Wir) U 
= Mishra’s War Machine U 
? Mishra's Workshop =U 
? Obelisk of Undoing —-U 
? Onulet U3 
; Phyrexian Gremlins C4 
2 Power Artifact U3 
3 Powerleech U3 


2 Primal Clay U3 
> Rakalite U3 
? Rocket Launcher U3 
> Shapeshifter U 
: Shatterstorm U 
Strip Mine (Narrow Steps)U 


2 Stip Mine (Small Tower) U 
$ Stip Mine (Wide Steps) C 
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1.50 
150 


3.00 
5.00 
2.00 
6.00 
5.00 
1.00 
12.00 
1.50 
1.00 
030 
150 
150 
1.00 
1.00 
1.00 
1.50 
1.50 
3.00 
3.00 
1.00 
3.00 
10 
10.00 
1.00 
1.00 
1.50 
1.00 
1.00 
1.50 
1.50 
300 
3.00 
050 
1.00 
1.0 
300 
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1.25 


Strip Mine (Wide Steps Sky 
> Su-Chi 3 
: Tawnos's Coffin U 
: Tawnos’s Wand U3 1.65 
} Tawnos's Weaponry US 1.75 
? Tetravus U 5.00 
: The Rack U3 250 
; Titania's Song 3 3.00 
} Transmute Artifact U3 330 
? Triskelion U 5.48 
Urza's Avenger U 6.50 
Urza's Miter U 6.00 
: Wall of Spears u3 1.00 
: Weakstone U3 3.00 
= Xenic Poltergeist U3 3.00 
? Yawgmoth Demon  U 6.00 
; LEGENDS 
= Complete Set $1200 $925 
= Booster Display 1200 1,000 
? Booster Pack oH 3 
= Typical Common 1 050 
Abomination U [$400 $2.00 
> Abyss, The R | 6580 50.00 
> Acid Rain R (2500 18.00 
> Active Volcano C2 7 8DG 050 
? Adun Oakenshield  R |S 10.00 
? Adventurers’ Guildhouse U OD 2.25 
: Asathi Berserker =U MOD 3.00 
: Akron Legionnaire R Pee 6.00 
? Ababara’s Carpet  =R | 9000 9.00 
3 Alchor’s Tomb R 2000 10.00 
All Hallow's Eve R (4200 35.00 
Amrou Kithkin C2 © 2a8 050 
> Angelic Voices R 1000 8.00 
= Angus Mackenzie = R |9200 10.00 
? Anti-Magic Aura C 20 1.00 
3 Arboria U ie 4.00 
? Arcades Sabboth  -R [9500 12.00 
? Arena of the Ancients R |G 6.00 
? Axelrod Gunnarson ==R | 1000 8.00 
> Ayesha Tanaka R Rp 6.00 
> Azure Drake U ae 3.00 
? Backdraft U Faoo 3.00 
? Backfire U 9338 3.00 
? Barktooth Warbeard U [4200 4.00 
? Bartel Runeaxe R 73500 10.00 
? Beasts of Bogardan U [M00 200 
? Black Mana Battery U | SMD 398 
Blight U 7 aoo 300 
? Blood Lust Uae 30 
? Blue Mana Battery U | 600 395 
? Boomerang C2 OR 075 
Boris Devilboon R 13500 10.00 
? Brine Hag U eae 300 
? Bronze Horse R /3000 600 
2 Carrion Ants RW 850 
? Cat Warriors C2 7 aO0 050 
? Cathedral of Sera «UBD, 3.00 
= Caverns of Despair = (3500 10.00 
? Chain Lightning «C2 D398 
? Chains of Mephistopheles R [2500 1198 
? Chromium R i600 1280 
? Cleanse R (2400 15.00 
? Cocoon U 7300 300 
? Concordant Crossroads R |1000 6.40 
? Cosmic Horror R 000 6.00 
? Craw Giant U 76 400 


: Crevasse Ua 300 201 R tha 2 
? Crimson Manticore R | 1000 600 300 1 = Inthe Eye of Chaos oR |9MO0 10.00 500 2 
? Cyclopean Mummy C2 GG0 063 020 1 ? Indestructible Aura C2 SMD 050 020 1 
: Dakkon Blackblade R 9150 1000 500 2 : Infernal Medusa U8 400 250 1 
> Darkness C20 100 0301 Infinite Authority R 9225 10.00 500 2 
? Deadtall U Damo 300 2001 2 Invoke Prejudice R PWBOO 1325 500 2 
3 Demonic Torment U>6O 300 2001 > Wory Guardians UPS 300 2001 
> Devouring Deep C2 SOG 088 0201 : Jacques le Vert R PRD 1000 499 2 
? Disharmony R HBG 1000 400 2 } Jasmine Boreal U9 a0G 300 2001 
? Divine Intervention R "7600 10.00 500 2 ?  Jedit Ojanen UPSH 400 2001 050 
3 Divine Transformation R | W000 600 300 2 ? Jemard of the Closed Fist U 91200 4.00 200 1 
? Dream Coat U 7405 300 200 1 > Johan RO 800 400 2 
> Dwarven Song Ua 300 2001 ? Jovial Evi RO 1.00 500 2 
3 Eider Land Wurm = R «M700 4.00 1 ? Juxtapose R00 600 3001 
? Elder Spawn R100 800 500 1 > Karakas U2 S49 400 200 2 
2 Elven Riders R809 600 2501 ? Kasimir the Lone Wolf U [7500 400 200 1 
? Equinox Che 200 050 1 > Keepers of the Faith C2 9200 050 020 1 
= Eternal Warrior Uae 20 101 : Kel Takahashi ROMO 600 250 2 
> Eureka R #000 2985 900 3 : Killer Bees R 7400 800 300 2 
> Evi Eye of Orms-by-Gore U SOD 350 200 2 2 Kismet U PBR 400 200 2 
: Fallen Angel U 600 500 200 2 > Knowledge Vault R 200 0.00 500 2 
: Falling Star RW 900 500 2 Kobold Drill Sergeant U ROG 600 250 1 
2 Field of Dreams R 00 1000 600 2 ? Kobold Overlord R W500 1000 500 2 
? Firestorm Phoenix  R 2500 2000 500 2 ? Kobold Taskmaster U 7@@0 640 200 1 
= Flash Counter C2 520 090 0201 ? Kobolds of Kher Keep C2 (52@0 1.00 050 1 
? Floral Spuzzem U 600 300 200 1 > Kry Shield U/ M000 350 20 1 
? Force Spike c2 200 100 0301 2 Lady Caleria R 1500 1000 500 2 
; Forethought Amulet R 9200 1000 500 2 ¢ Lady Evangela R 00 1000 500 2 
? Fortified Area Ua 200 101 > Lady of the Mountain. The U "S00 300 200 1 
Frost Giant U 7500 300 2001 ? Lady Orca U $0 300 2001 
? Gabriel Angelfire R 1208 800 400 2 > Land Equilibrium R OH 1500 500 2 
? Gauntlets of Chacs R | 9000 625 300 1 ? Land Tax U 71000 700 250 3 
: Glyph of Life C2 7 aoe 6100 «(0301 : Land's Edge R 1200 1000 500 2 
: Glyph of Reincarnation C 1500 088 030 1 : Lesser Werewolf U 77200 300 200 1 
> Gosta Dirk R VHSOS 1000 359 2 > Life Chisel U2 9200 400 200 1 
R 2 2 


; Gravity Sphere 


; Great Defender 


? Immolation 


USSR 300 201 R GG 0.00 500 
? Great Wall UpaS 30 2001 ? Living Plane R 12500 
: Greater Realm of Pres U BOD 520 200 1 ? Livonya Silone R 40.00 
Greed ROO 600 300 1 ? Lord Magnus U 500 
? Green Mana Battery U [4200 4.00 200 1 ? Mana Drain U “S000 
> Gwendlyn Di Corci R G0 1200 500 3 : Mana Matrix R 1300 
: Halfdane R 11500 1000 500 2 Marble Priest U | 6500 
? Hammerheim U2 PSR 350 200 2 ? Marhault Elsdragon =U 6000 
? Hazezon Tamar R PROD 1250 500 2 } Master of the Hunt = R-2500 
> Heaven's Gate UPB 300 2001 $ Mirror Universe R 6500 
? Hell Swarm C 200 08 om 1 ? Moat R 7000 
? Hell's Caretaker R 500 1000 500 2 ? Mold Demon R 10.00 
i Hellfire R |2400 1500 500 2 : Moss Monster = C2. 200 
: Holy Day C ree 09 «60501 + Mountain Stronghold U "4000 
: Horn of Deafening R Ge 550 300 2 ? Mountain Yeti U 1000 
? Horror of Horrors Ua 300 2001 ? Nebuchadnezzar R 15.00 
: Hunding Gjomersen U SRO 300 200 1 > Nether Void R S000 
? Hyperion Blacksmith U [7M 300 200 1 Nicol Bolas R 20.00 
} Ichneumon Druid U GR 300 2001 3 North Star R 15.00 

Cem 050 On 1 : Nova Pentacle R 15.00 


> Hem 


= imprison 


H Life Matrix 


If 1 had to guess, a lot of kids who are new to card gaming might play for a while and then decide 
they want to do something else. The videogame following helps bring in a lot of players, and we are 
all hoping some of them will move on to other collectable card games. 


| think the age restriction at regionals is a bad policy. There are plenty of really good chess and 
Magic players who are young and can compete against the older guys. Shutting off a portion of 
your players like that cannot be a good thing. 


Raichu is the most popular card because it is a beefed-up version of Pikachu, which is the most 
popular character from the Pokémon universe. Although Charizard is the most expensive card, 
Raichu is the one people ask for the most. 


? Lifeblood 


Item > Item Hig! 


Palladia-Mors R 3 > Subdue C SOF 080 020 1 2 Apprentice Wizard U | gO) 1.00 050 1 
Part Water Ua 300 2001 Sunastian Falconer =U RB 400 200 1 2 Ball Lightning U 1800 1200 800 4 
Pavel Maliki U Soe 300 2001 Sword of the Ages oR (GSO 2500 500 3 ? Banshee U2 200 100 050 1 
Pendelhaven U2 7BOe 400 200 2 Sylvan Library U PSR 700 30 3 : Barf's Cage U 400 20 101 
Petra Sphinx ROS 600 «300 1 Sylvan Paradise U DSR 398 2001 ; Blood Moon U 800 500 200 2 
Pixie Queen R 800 1000 500 2 Syphon Soul C2 eee 6125 «050 1 ? Blood of the Martyr U2 200 1.00 050 1 
Planar Gate R 00 1000 500 2 ? Tabemadie at Pendrel Vale R M00 2000 50 4 ? Bone Flute U2 200 125 O50 1 
Pradesh Gypsies Ue 200 075 1 : Takklemaggot U Be 300 201 : Book of Rass U2 208 100 1001 
Presence of the Master U 888 600 300 1 ? Telekinesis R O00 1000 300 2 ? Brothers of Fire U2 200 100 050 1 
Primordial Ooze US 200 1491 2 Teleport Ree 600 3001 : Cave People U2 200 10 O80 1 
Princess Lucrezia U DSR 300 2001 : Tempest Efreet R Oe 600 2501 > City of Shadows U 500 300 101 
Psionic Entity Rm 6700 «(301 2 Tetsuo Umezawa R 2000 1500 500 2 : leansing U 68 30 101 
Psychic Purge C 2a 100 «0201 3 Thunder Spirit R GOG0 2200 600 3 eal Golem U2 200 200 1001 
Puppet Master U De 300 «(10 1 ; Time Elemental R ISB 1000 500 2 urse Artifact U2 208 165 050 1 
Pyrotechnics C2 se 2075 «021 : Tobias Andrion U BR 300 2001 Dance of Many U $00 300 101 
Quagmire U ame 6300 «201 : Tolaria U2 SRP 300 200 2 Dark Heart of the WoodC3 «75 «(0.25 «200 1 
Quarum Trench Gnomes R (9200 10.00 400 2 > Tor Wauki U a 300 200 1 Dark Sphere U2 2 200 10 1 
Rabid Wombat Uae 400 2001 : Torsten von Ursus U ae 330 2001 Diabolic Machine U2 20) 100 050 1 
Radjan Spirit U aoe 6275 «2001 : Touch of Darkness U 1 Eater of the Dead U2 400 200 100 1 
: Electric Eel v2 200 100 050 1 
Elves of Deep Shadow U2 400 «200 100 1 
Eternal Flame U 400 300 101 
GRAND SLAM SPORTS & COMICS Exercit U B00 600 190 1 
Fasting U2 200 125 1001 
Fellwar Stone U2 408 213 1001 
Fire and Brimstone U2 G00 150 100 1 
Fire Drake U2 200 100 050 1 
Flood U2 200 100 050 1 
Fountain of Youth U2 203 1.25 O50 1 
Frankenstein's Monster U 800 5.00 300 1 
Gaea's Touch C3 1 02 «60 1 
Ghost Ship C3 O75 4025 0 1 
Goblin Caves C3 108 2025 «0 1 
: . ‘ Goblin Wizard U2 800 500 1001 
Quite a number of people who played Magic and quit are now playing Pokémon. A few of those Grave Robbers U 600 400 1001 
; le fai; Hidden Path U 60 40 101 
even came back to Magic. It's fairly close to half and halt. prone v Wa S00 2001 
Knights of Thorn U 70 40 201 
, ; . Leviathan U 88 500 300 2 
/ like the idea of having diferent age brackets, but | don’t like the idea of shutting some players Living Armer v2 200 100 0501 
out completely. Two-thirds of my players are between the ages of 14 andt?7, and | know they'd lie = am 7 i 3 
lo compete. Mana Vortex u 500 400 101 
Martyr's Cry U $00 300 1001 
Maze of Ith C 00 950 350 3 
Charizard is the most-requested card. It's a nice-looking card and a really big creature. | can't keep = rvadaommeal - = re 7 
ind Bot 
Professor Oak in stock either. We sell them for §15 and $1.50 respectively, for unlimited edition. Nameless Race U 600 400 191 
Necropolis U2 300 20 10 1 
Niall Satvain U4 300 1001 
E Orc General U2 268 125 O50 1 
: ? People of the Woods U2 200 163 050 1 
Raging Bull C BO 06 «6020 1 2 Triassic Egg Ree 600 300 1 ? Preacher U 1200 000 400 2 
Ragnar R 7200 1000 500 2 : Tuknir Deathlock R BP 1000 500 2 : Psychic Allergy U 58 40 101 
Ramirez DePietro =U |ARO0 378 200 1 ? Tundra Wolves C2 (MOG 075 0201 > Rag Man U 449 300 1901 
Ramses Overdark R W585 1200 500 2 = Typhoon R 7200 000 500 2 ? Reflecting Mirror U2 400 200 100 2 
Rapid Fire R200 900 500 2 > Undertow U ae 6300 2001 3 Runesword U2 2% 100 O50 1 
Rasputin Dreamweaver R (ISO 1000 500 2 ; Underworld Dreams U "QUOD 25.00 1400 3 : Safe Haven U S00 300 10 1 
Rebirth R POG 600 300 1 } Unholy Citadel Um 300 «1001 ? Scarecrow U2 300 200 1001 
Recall R OP 1000 500 2 ? Untamed Wilds U 7a 300 2001 ? Scarwood Bandits U GO) 300 100 1 
Red Mana Battery U OSG 373 «200 1 : Ur-Drago R IGF 1000 359 2 : Scarwood Hag U2 21% #125 #0501 
Reincarnation U>ao 300 101 > Urborg U2 RD 400 200 2 ? Season of the Witch U | §I9 300 100 1 
Relic Barrier U2 eG 400 20 2 > Vaevictis Asmadi R WIG 1200 500 2 ? Sisters of the Flame U2 200 1.00 050 1 
Relic Bind USO 300 2001 : Vampire Bats C2 eee 075 «0301 ¢ Skull of Orm U2 500 40 1501 
Remove Soul C2 pep 050 «0 1 : Visions U ae 300 201 : Sorrow's Path U 408 300 101 
Reset U 7800 500 200 1 ? Voodoo Doll R 700 600 2001 Spitting Slug U2 200 100 050 2 
Revelation R008 4700 50 1 ? Wall of Dust UTS 20 101 ? Standing Stones U2 300 150 101 
Reverberation R HOO 1000 449 2 + Wall of Earth C2 92a 063 «(020 1 : Stone Calendar U 70 40 10 1 
Righteous Avengers U | GM 400 200 1 > Wall of Light Ue 300 101 > Tangle Kelp U2 200 100 0501 
Ring of immortals R BOO 1000 500 2 ; Wall of Opposition ROO 600 200 1 = The Fallen U2 300 100 0501 
Riven Turnbull U>aoe 300 201 > Wall of Putrid Flesh U (75M 300 200 1 : Tivadar’s Crusade = U2 | S200 1.00 1 
Rohgahh of Kher Keep R P1500 1200 500 2 ; Wall of Tombstones U (BR 300 200 1 : Tormod’s Crypt U2 30) 163 050 2 
Rubinia Soulsinger = R M2 800 319 2 ? Wall of Wonder U ae 300 2001 ? Tower of Coireall WU 28 10 101 
Sea King’s Blessing U AMD 300 200 1 ? Whirling Dervish U DRRR 400 200 2 ; Tracker U 7 40 20 2 
Seafarers’ Quay Ue 300 101 : White Mana Battey U 9609 400 200 1 : Uncle Istvan U2 GOO 1.75 050 1 
Seeker U ROG 250 2001 2 Willow Satyr R 200 950 400 2 H Wand of Ith v2 400 200 1901 
Segovian Leviathan U 40 250 200 1 ? Winds of Change Ue 400 «200 1 > War Barge v2 400 200 100 1 
Sentinel Reo 600 301 : Winter Blast RO 600 300 1 ¢ Whippoorwill vu 2% 200 19 1 
Serpent Generator R 1200 10.00 400 1 : Wolverine Pack C2 Sze 075 020 1 : Witch Hunter U $00 30 101 
Shield Wall U Deee 300 10801 ? Wood Elemental R Ge 1000 500 1 ? Worms of the Earth U 425 300 100 1 
Shimian Night Stalker U G88 300 200 1 ; Wretched, The R 716G0 1000 500 2 ; Wormwood Treefokk U 438 300 100 1 
Silhouette U RR 300 2001 : Xira Arien R Ze 800 «250 2 3 
Sir Shandlar of Eberyn U 7 400 200 1 : : = - —_ 
Sivitri Scarzam U 1208 200 1 : 
Sofkonar the Svap King R 15.00 500 3 { MR Ee conor set $5 $50 $30 2 
Spectral Cloak U B50 200 1 : Complete Set $m $145 $75 3 : Booster Display 80 60 3% 2 
Spinal Villain R 18.00 800 2 ? Booster Display 0 «6375 «(250 4 ? Booster Pack 1 145 100 1 
Spirit Link U8 200 2 ? Booster Pack 00 800 500 3 ? Typical Common 03 00 0051 
Spiritual Sanctuary R 1008 §00 2 : Typical Common O50 025 OW 1 : 
Stangg R | 1200 500 2 : ? Aeolipile U ($300 $150 $050 1 
Storm Seeker U 66 200 1 ? Amnesia U2 $600 $400 $150 3 ? Balm of Restoration U (2M 1.00 050 1 
Storm World R 2000 500 2 2 Angry Mob U2 300 200 0501 2 Bottomless Vault U Mame 250 10 1 


; Item 


H Breeding Pit U3 7GOG 200 0501 
? Conch Hom U 208 100 O50 1 
? Deep Spawn U3 208 1.00 050 1 
: Delif’s Cone C Ose 023 «005 1 
2 Delis Cube U 200 100 050 1 
? Derelor Ul SO 288 «1.00 2 
? Draconian Cylix US 150 050 1 
: Dwarven Armorer Ue 10 025 1 
> Dwarven Catapult U3 20) 1.00 050 1 
: Dwarven Hold UDR 22 «0751 
: Dwarven Lieutenant U3 SO 0.75 050 1 
? Dwarven Ruins v2 930 100 050 1 
? Ebon Praetor Ul 358 «200 «100 1 
? Ebon Stronghold U2 5am 100 0501 
= Elven Lyre U2 10 050 1 
2 Elvish Farmer UGRo 200 1001 
: Farrel's Mantle U3 Ne «075 «050 1 
: Farrelite Priest U3 TG «063 «(025 1 
? Feral Thallid U3 208 100 050 1 
? Fungal Bloom 4 200 10 1 
? Goblin Flotilla U SRe 150 050 1 
: Goblin Grenade C3 G58 2025 «(085 1 
3 Goblin Kites U3 958 082 «(050 1 
? Goblin Warrens Uae 300 2001 
? Hand of Justice US 40 201 
> Havenwood Battleground U2 G0 1.00 050 1 
> Heroism U3 288 075 050 1 
? Hollow Trees UDSSS 200 085 1 
: Homarid Shaman U2 100 0501 
? Homarid Spawning Bed U3 (9200 1.00 050 1 
? Hymn to Tourach C4 Om «4025 «8 1 
: Icatian Lieutenant US 170 0501 
? Icatian Phalanx U3 5350 082 050 1 
2 Icatian Priest U3 Se «082 «(050 1 
> Icatian Skirmishers U (5G 200 050 1 
: Icatian Store USB 225 «050 1 
> Icatian Town U amo 228 «1001 
: Implements of Sacrifice U "Zi 1.00 050 1 
? Orcish Captain U3 7200 089 050 1 
: Order of Leitbur C3 ae 025 «(005 1 
Order of the Ebon Hand C3 OO «0.25 (005 1 
2 Org U DSR 300 10 2 
: Raiding Party U3 TG 2095 «(050 1 
= Rainbow Vale U 7am 200 0501 
= Ring of Renewal U 20 150 0501 
> River Merfolk Ua 200 101 
? Ruins of Trokair = U2 OO 1.00 050 1 
Sand Silos Ue 238 1001 
Seasinger U3 Zee «(100 «CSO 1 
Soul Exchange U3 200 2089 «(050 1 
Spirit Shield U2 100 0501 
Spore Flower 37200 100 0501 
Svyelunite Priest U3 TSG 082 050 1 
Svyelunite Temple U2 250 1.00 050 1 
Thallid Devourer U3 205 100 «(050 1 
Thelon's Chant U3 TSB 21.00 050 1 
: Thelon’s Curse UD a 100 0501 
? Thelonite Druid U3 200 «1.00 050 1 
? Thelonite Monk UPS 12 0501 
? Thrull Champion «=U 3001.00 1 
> Thrull Retainer U3 208 100 O80 1 
= Theull Wizard U3 SR «2075 «(050 1 
? Tidal Influence U3 RS «082 «050 1 
: Tourach’s Chant U3 208 2095 «6050 1 
? Tourach’s Gate Ul 228 150 050 1 
> Vodalian Knights UR «200 «(050 1 
? Vodalian War Machine U (5G@0 135 050 1 
: Zelyon Sword U2 150 0501 
DMI et. | 
? Complete Set $250 $200 $100 3 
? Booster Display s 0 4 
: Booster Pack $0 295 250 3 
: Starter Display m 9% 7 4 
? Starter Deck 155 4899 800 3 
? Typical Common 02 00 OWod 
> Abyssal Specter U $200 $1.00 $035 1 
> Adarkar Sentinel U 100 100 025 1 
? Adarkar Wastes R 600 500 300 4 
: Aegis of the Meek R 40 30 101 
2 Aggression UM 10 021 
? Altar of Bone R 40 300 1001 
? Amulet of Quoz R400 295 101 
> Anarchy U 20 10 0351 
> Arcum’s Sleigh U 100 100 021 
: Arcum's Weathervane U 100 100 025 1 
: Arcum’s Whistle U1 100 021 
Ashen Ghoul U 200 100 050 1 
? Avalanche UU) 408 100 025 1 
? Balduvian Conjurer =U (OO 1.00 025 1 


Item H Mi i : Item High M F : item High Med L in : Item 


2 Jester’s Cap 0 15.00 = Spoils of Evil 


Balduvian Hydra R 600 400 200 1 R R 2 An-Hawa Inn 
Baton of Morale U 100 100 025 1 ? Jester’s Mask R 1200 9800 2 Spoils of War R 2 An-Hawa Township 
Battle Cry U 180 10 021 ? Jeweled Amulet U 10 1.00 2 Staff of the Ages R ? An-Zerrin Ruins 
Binding Grasp U 150 100 025 1 : Johtull Wurm U 100 1.00 > Stampede " = Anaba Ancestor 
Black Scarab U7 TOD 100 025 1 = Jokulhaups R 800 600 = Stench of Evil U 2 Anaba Spirit Crafter 
Blinking Spirit R 800 598 300 2 ? Justice U 200 100 2 Stone Spirit U ? Apocalypse Chime 
Blizzard R 490 300 1001 : Karplusan Forest R 680 500 = Storm Spirit R ? Autumn Willow 
Blue Scarab U 100 10 025 1 : Karplusan Giant U T0 100 : Stormbind R > Aysen Abbey 
Brand of Omen =R 400 300 100 1 > Karplusan Yeti R 42 300 2 Stromgald Cabal R 2 Aysen Crusader 
Breath of Dreams U 100 100 02 1 ? Kjeldoran Elite Guard U 100 1.00 2 Stunted Growth R > Aysen Highway 
Brushland R 600 500 300 3 : Kjeldoran Frostbeast U 700 1.00 : Sulfurous Springs R > Baki’s Curse 
Call to Arms R 400 300 200 1 : Kjeldoran Knight R 40 30 1! ; Sunstone U 2 Baron Sengir U 
Caribou Range R 40 300 2001 : Kjeldoran Phalanx oR | 400 300 1 ? Swords to Plowshares U ? Beast Walkers U 
Celestial Sword R 400 300 1001 ? Kjeldoran Royal Guard R | SOO 3.00 ? Thermokarst U ? Black Carriage U 
Centaur Archer U 1 100 0251 : Kjeldoran Skycaptain U 100 1.00 : Thoughtleech U : Broken Visage U 
Chaos Lord R $00 300 199 1 2 Knight of Stomgad U 200 100 ? Thunder Wall U ? Castle Sengir U3 
Chaos Moon R 400 300 100 1 ? Krovikan Elementalist U | 900 1.00 ? Timberline Ridge R : Chain Stasis U 
Chromatic Armor R 400 300 1501 : Krovikan Vampire U 3a 100 : Time Bomb R : Chandler Cc 
Cold Snap U 100 100 021 ? Land Cap R 400 300 } Total War R : Clockwork Gnomes C 
Conquer U 200 100 025 1 ? Lapis Lazuli Talisman U | 100 1.00 > Touch of Vitae U = Clockwork Steed C 
Counterspell C O48 05 OW = Lava Tubes R 400 300 Trailblazer R = Clockwork Swarm c 
Crown of the Ages oR GOO 400 200 1 > Leshrac’s Rite U 188 1.00 > Underground River = R : Coral Reef Cc 0.05 
Curse of Marit Lage R 400 300 100 1 ? Leshrac's Sigil U 700 1.00 > Updraft U ? Daughter of Autumn =U 0.50 
Dance of the Dead U 200 100 025 1 = Lhurgoyf R758 600 ? Urza's Bauble U ? Death Speakers U3 
Deflection R WS 800 400 3 > Lightning Blow R 400 30 > Veldt R ? Didgeridoo U 100 
Demonic Consultation U 100 100 035 1 > Lim-Dol's Hex U 180 1.0 ? Venomous Breath U : Drudge Spell U3 
Despotic Scepter R 600 300 199 1 > Lost Order of Jarkeld R | 400 3.00 2 Vertigo U ? Dwarven Pony U 0.50 
Diabolic Vision U 238 100 0251 : Lure U 1 10 ? Vexing Arcanix = : Dwarven Sea Clan =U 
Dread Wight R 400 300 1501 : Maddening Wind U 10 19 : Vibrating Sphere R = Ebony Rhino Cc 0.05 
Dreams of the Dead U 100 1.00 025 1 ? Magus of the Unseen R 400 300 2/ ? Walking Wall U ? Eron the Relentless U3 
Drift of the Dead U 100 100 0251 : Malachite Talisman U | 100 1.00 ? Wall of Lava U ? Evaporate U3 
Drought U 100 100 025 1 } Marton Stromgald R 600 500 ? Wall of Pine Needles U ? Faerie Noble U 150 
Dwarven Armory R 400 300 1501 : Melee U 1 10 2: : Wall of Shields U : Feroz’s Ban U 1.00 
Earthlink R 400 300 199 1 ? Melting U 100 100 > War Chariot U ? Forget U 050 
Elder Oruid R 600 320 1991 ? Mercenaries R 40 30 W ? Whalebone Glider =U ? Funeral March c 0.05 
Elemental Augury R 4600 300 200 1 : Merieke Ri Berit R 500 300 : White Scarab U : Ghost Hounds U3 025 
Elkin Bottle R 400 300 199 1 = Mesmeric Trance R 48 300 3 . 
Enduring Renewal oR | 700 545 200 2 045 : Meteor Shower C OM 01 
Energy Storm R 58 300 2001 Mind Warp U 288 100 
Esene Voter =U | AM 100 0251; nd hp ROD a0 AMAZING ‘COMECS 6 ‘CARDS 
Fanatical Fever U 100 100 025 1 : Minion of Leshrac «= «RB 4.00 ‘ ; 
Fiery Justice R 400 300 101 = Minion of Tevesh Szat R | 500 3.75 J ila 
Fire Covenant U 108 100 025 1 > Mole Worms U 18 100 
Flame Spirit U 100 100 025 1 ? Monsoon R 400 300 
Flooded Woodlands oR 400 300 150 1 ? Mountain Titan R 400 300 
Flow of Maggots R 400 300 1001 ? Mudslide R 400 300 
Forbidden Lore R 408 300 1501 > Musician R400 300 
Force Void U 100 100 025 1 2 Mystic Might R 400 300 
Forgotten Lore U 700 100 025 1 ? Nacre Talisman U 180 10 
Formation R 400 300 1001 ? Naked Singutarity R 400 300 
Freyalis licant : P 
Fronihe oe ae + perl : a oo Most of the Pokémon players are new kids: they see the cards their friends bring to school and 
Froyalo’s Wind = RS 300 aaa 1 5 CEL Oe he ee want some as well. Many of them aren't even interested in the game—they simply trade and collect 
Fumarole U 300 10 025 1 : Onyx Talisman U 1 100 ¢ 
Fyndhorn Bow U 100 100 025 1 ? Orcish Cannoneers U $00 1.00 the cards. Some even make up their own rules because starters are widely unavailable in our area 
aah: nt; lea vie so they can't learn the actual game rules. They are having a ball with it either way. 
Game of Chaos R $00 300 1001  Orcish Squattes  =R | SOO 3.00 
General Jarkeld R SO 300 150 1 : Order of the Sacred TorchR 5.00 3.00 - i 
Ghostly Flame R 500 300 2001 Onder ofthe White Sie’ U | 200 1.00 ! don't think the Regionals policy is exactly fair. They should group it by ages, but outright prohibi- 
Giant Trap Door Spider U 7.00 1.00 025 1 : Pale Bears R 400 300 4 
elias: 1 = es 1 pestagrm oft lges 8 206 tion isn't right. Competition should be open to all ages. 
Glacial Crevasses R 400 300 100 1 ? Phantasmal Mount U | 700 1.00 
ial Wall : P 
ie ; on x0 ‘mn ; : fei. ; a a Charizard is very popular—the kids are attracted by Pokémon with high Hit Points and Attack 
Goblin Lyre R405 300 100 1 : Pox R600 4.00 values. Charizard has both—they go crazy for that guy. 
Goblin Mutant U 100 100 025 1 > Pygmy Allosaurus R 400 30 1! 
Goblin Snowman U 100 100 025 1 > Pyroclasm U7 230 1.0 
Gravebind R 400 300 1001 Reality Twist R 400 300 
Green Scarab U 100 100 025 1 ? Reclamation R 400 300 : 
Hallowed Ground =U | 1.00 0.25 1 ? Red Scarab U 180 100 Whiteout U 100 100 025 ? Giant Oyster 150 
Halls of Mist R 400 300 101 : Ritual of Subdual R 400 30 Wiitigo R §00 300 199 : Grandmother Sengir 400 
Hecatomb R 70 500 200 2 : River Delta R 660 30 1 Wind Spirit U 100 10 02 ? Hazdubr the Abbot 300 
Hematite Talisman U 700 1.00 025 1 ? Runed Arch R 400 300 Wings of Aesthir U 159 100 025 ? Heart Wolf 3.00 
Hipparion U 10 10 0251 : Sacred Boon U 1 10 Winter's Chill R 640 300 10 = thsan’s Shade 300 
Hot Springs R400 300 1501 Sea Spirit U 100 1.00 Withering Wisps =U | $00 1.00 0.25 : Irini Sengir 200 
Hurricane U 100 10 021 > Seraph R B00 598 Word of Blasting U 18 10 02 > tronclaw Curse 250 
Hyalopterous Lemure U 700 1.00 025 1 2 Shield of the Ages «= U | 000 1.00 Wrath of Marit Lage R 400 300 199 2 Jinx 050 
Hymn of Rebirth U 180 100 025 1 : Shyft R 40 300 U 100 10 02 : Joven 0.50 
Ice Cauldron R 450 300 200 1  Sibilant Spicit R600 400 R500 400 200 ? Joven’s Ferrets 050 
Ice Floe U) 200 100 0251 2 Silver Eme U1 100 : Ue 255 075 ? Joven's Tools 200 
Iceberg U 100 10 025 1 ; Skeleton Ship R 500 300 2 ; ? Koskun Falls 3.00 
Icequake U 20 100 0501 : Skull Catapult U 1 10 : : Koskun Keep 150 
Icy Manipulator U 00 700 40 2 Sleight of Mind U 200 1.0 H HOMELANDS ? Leaping Lizard 050 
Icy Prison R 400 300 199 1 ? Snow Fortress R 60 30 1 ? Complete Set Sm 46865 «($25 ? Leeches 250 
Wusionary Presence R 400 300 100 1 : Snow Hound U1 10 20: : Booster Display 95 15 50 : Mammoth Hamess 200 
Wusionary Terrain «= U | 700 1.00 025 1 ? Snowblind R 400 300 ? Booster Pack 179 (150 100 ? Marjhan 400 
Wusions of Grandeur R | 499 300 200 1 Soldevi Golem R400 300 = Typical Common 02 010 005 ? Merchant Scroll 050 
Incinerate C O30 02 Oo Soldevi Machinist U 1 10 : : Mystic Decree 5.00 
Infernal Darkness R 40 30 1501 Soldevi Simulacum U  T80 1.00 ; Abbey Gargoyles U3 “$200 $1.00 $050 H Narwhal 300 
Infernal Denizen R 400 300 1501 Soul Barrier U > 10 1.00 ? Ather Storm U3 200 1.00 = Orcish Mine 150 
Infinite Hourglass R 400 300 1991 Spectral Shield U1 600 


1.00 ? An-Hawa Constable U TMP 150 @ > Primal Order 
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The Duelist advertisers are your 
best source for information about 
their products and services. 

To get more information about any 
product or service, simply check 
out the company’s website. Web 
addresses are provided for each 
advertiser, so start gathering the 
information you want and need to 
Stay on top of your game! 
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For information about advertising in Wizards of the 
Coast periodicals and participating in the reader 


service program, contact: 


P.O. Box 707 * Renton, WA 98057-0707 
Tel: (425) 204-7262 Fax: (425) 204-5928 


® denotes a registered trademark and 1 
the Coast, Inc., or by others. Most pr 
arde 
7Zal ds that publésh those products. Use of the 1 
OF THE COAST 


Status should not be construed as a chall 


eto 
registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc 


DUELIST 


potes # trademark owned eather by Wizards of 
ar 


ADVERTISER 


1999 Worlds (Wizards) 
http://www.wizards.com 

Arena Outpost League (Wizards). 
Baldur's Gate (Interplay). 
http://www.interplay.com/bgtales 
Cyberwarrior 
http://www.rubiesofeventide.com 
Dark Horse 

http://www.dhorse.com 

Diamond Comics 
http://www.diamondcomics.com 
Dirty Tricks (Nintendo) 
http://www.nintendo.com 

Doomtown Contest 

Gathering of Developers. 
http://www.godgames.com 

Hastur's Hobbies 
http://www.xmission.com/~hastur 
Jade: Cocoon (Crave Entertainment) 
http://www.cravegames.com 

Magic Guru (Wizards). 

Magic Books Nonfiction #3 (Wizards) 
Magic Books Nonfiction #4 (Wizards) 
MTG Artifacts 2: Bloodlines (Wizards) 
Neutral Ground 
http://www.nground.com 

QT London (Wizards). 

Rites of War (Mindscape). 
http://www.ritesofwar.com 
Shattered Light (Simon & Schuster) 
http://www.shatteredlight.com 

Star City Comics. 
http://www.starcityccg.com 

Star Ocean Print (Sony Computer Entertainment) 
http://www.playstation.com 

Thunder & Lightning 
http://www.ticards.com 

Troll & Toad 
http://www.trollandtoad.com 

Urza's Destiny Contest (Wizards). 
West End Games 
http://www.westendgames.com 
Wizards of the Coast Player's Guide. 
Young Jedi (Decipher) 
http://www.decipher.com 


Sujo Connection 
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The publisher does not assume liability for errors or omissions due to last-minute 


changes to this index. 
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Troll And Toad Inc. 


An Antiquities Vault Company 


WE SELL SINGLES FROM: 
Magic * Middle Earth * Star Wars * Star Trek * Rage 
X-Files * Highlander Promos * Legend of 5 Rings ¢ etc. 


95% of all Magic singles in stock at all times! 


253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. 


Fax: 1-606-878-9061 * E-mail: prices@aqvault.com 


WANT TO SELL US CARDS? 


Fax: 1-606-878-9061 * E-mail: sec@aqvault.com 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


Check out our web page for NEW ONLINE ordering! Updated every 24 hours! www.trollandtoad.com 


5 Edition 
Armageddon $6.00 
Brushland $5.00 
Howling Mine $5.00 
Jester’s Cap $7.00 
Lhurgoyf $5.00 
Lord of the Pit $2.00 
Stasis $2.00 
Wrath of God $6.00 

Additions 
Arena $5.00 
Disenchant $25.00 
Fireball $15.00 
Forest - ARENA $8.00 
Giant Badger $6.00 
Island - ARENA $6.00 
Mana Crypt $12.00 
Mountain - ARENA = $6.00 
Nalathni Dragon $2.00 
Plain - ARENA $6.00 
Swamp - ARENA $8.00 
Windseeker Centaur $3.00 

Alliances 
Dystopia $2.00 
Exile $2.00 
Helm Of Obedience $5.00 
Krovikan Horror $2.00 
Lodestone Bauble $2.00 
Lord of Tresserhom $2.00 
Storm Cauldron $2.00 
Varchild’s War-Riders $2.00 

Alpha 
Drain Life $2.00 
Fireball $2.00 
Lightning Bolt $5.00 
Sinkhole $12.00 

Antiquites 
Feldon’s Cane $3.00 
Ivory Tower $3.00 
Millstone $3.00 
Power Artifact $2.00 
Strip Mine $10.00 
Su-Chi $2.00 
The Rack $2.00 
Urza's Avenger $2.00 

Arabian 
Abu Jafar $1.50 
Army Of Allah $2.00 
Desert $2.00 
Flying Men $3.00 
Jeweled Bird $2.00 
Kird Ape $2.50 
Rukh Egg $10.00 
Stone-Throwing Devils $3.50 
Wyluli Wolf $2.00 
Beta 
Camouflage $6.00 
Disintegrate $2.00 
Instill Energy $2.00 
Lure $2.00 
Nettling Imp $2.00 
Paralyze $1.25 
Power Sink $1.50 
Rod Of Ruin $2.00 
Swamp $2.00 
Thicket Basilisk $2.00 
Boxes 
4th Ed Jap Starters $139.00 
Sth Edition Booster $65.00 
Sth Edition Starters $69.00 
6th Ed Classic Booster $65.95 
6th Ed Classic Starters $66.95 
Battletech Lid Starters $80.00 
Exodus Booster $65.00 
Fallen Empire $45.00 
Ice Age Starter $69.00 
Pokémon 2 Ed Bstr CALL 
Pokémon 2 Ed Precons CALL 


Pokémon- Jungle CALL 
Pokémon Jap Bstr Box $315.00 
Stronghold $69.00 
SW Young Jedi Bstr $56.00 
Star Wars Sp Ed Bster $48.00 
Tempest Booster $69.00 
Unglued Booster $35.00 
Urza's Destiny Bstr $68.95 
Urza’s Saga Booster $63.50 
Urza's Legacy Bstr $64.95 
Weatherlight $50.00 
Chronicles 
Blood Moon $1.50 
City Of Brass $7.00 
Dakkon Blackblade — $2.50 
Erhnam Djinn $2.00 
Hell's Caretaker $2.00 
Sol’kanar the Swamp King $2.50 
Vaevictis Asmadi $2.00 
Dark 
Amnesia $3.00 
Elves Of Deep Shadow$2.00 
Frankenstein's Monster $2.00 
Hidden Path $2.00 
Knights Of Thorn $3.00 
Mana Vortex $2.50 
Preacher $8.00 
Exodus 
Convalescence $2.00 
Dominating Licid $5.00 
Entropic Specter $2.00 
Equilibrium $2.00 
Fighting Chance $2.00 
Limited Resources $2.00 
Manabond 
Memory Crystal 
Mind Over Matter 
Null Brooch 
Oath Of Druids 
Oath Of Lieges 
Pandemonium 
Seismic Assault 
Sphere Of Resistance 
Spike Weaver 
Breeding Pit 
Foreign Black Border 
Counterspell $2.00 
Demonic Tutor $5.00 
Hypnotic Specter $2.00 
Mishra’s Factory $2.00 
Serra Angel $5.00 
Swords To Plowshares $2.50 
White Knight $5.00 
Ice Age 
Adarkar Wastes $5.00 
Anarchy $1.50 
Blinking Spirit $3.00 
Brushland $3.00 
Deflection $3.00 
Enduring Renewal $3.00 
Icy Manipulator $4.50 
Jester's Cap $10.00 
Jester’s Mask $2.00 
Jokulhaups $3.00 
Karplusan Forest $5.00 
Knight of Stromgald $2.50 
Lhurgoyf $5.00 
Minion of Leshrac $2.50 
Pox $3.00 
Seraph $2.00 
Stormbind $2.00 
Sulfurous Springs $3.00 
Underground River $5.00 
Zuran Orb $2.00 
Legends 
Arena of the Ancients $2.00 
Blood Lust $5.00 
Cathedral of Serra $2.00 


Chain Lightning $2.00 
Darkness $1.50 
Divine Intervention $2.50 
Elder Land Wurm $2.00 
Evil Eye Of Orms-Gore $2.00 
Fallen Angel $2.00 
Greater Realm Preserv. $5.00 
Greed $2.00 
Hammerheim $2.50 
Jovial Evil $10.00 
Karakas $2.00 
Kismet $1.50 
Kobold Drill Sergeant $2.00 
Kobold Taskmaster $3.00 
Land Tax $3.00 
Mana Drain $39.00 
Nova Pentacle $5.00 
Presence Of The Master $2.00 
Sylvan Library 

Thunder Spirit 


Nether Void 
Thunder Spirit 
Underworld Dreams 


s $2.00 
Ashen Powder $1.50 
Asmira, Holy Avenger $2.00 
Brushwagg $1.50 
Canopy Dragon $2.00 
Circle of Despair $2.00 
Dissipate $2.00 
Final Fortune $2.00 
Forsaken Wastes $2.00 
Frenetic Efreet $5.00 
Lion's Eye Diamond $2.00 
Mangara’s Tome $2.00 
Maro $5.50 
Miser’s Cage $2.00 
Mist Dragon $3.00 
Paupers’ Cage $2.00 
Pearl Dragon $2.00 
Political Trickery $2.00 
Reckless Embermage $2.50 
Sacred Mesa $5.00 
Shallow Grave $2.00 
Shimmer $2.00 
Sunweb $2.50 
Uktabi Wildcats $2.50 
Volcanic Dragon $5.00 
Zirilan of the Claw — $2.00 

Packs 

4th Edt Korean BB Bstr $3.00 
4th Ed Spanish BB Bstr$4.50 
4th Edition Booster $3.75 
Sth Edition Booster $2.00 
6th Edition Booster $2.00 
6th Edition Starter $7.00 
Alliances $3.75 
Antiquities $18.00 
Arabian Nights $89.00 
Beta Booster $113.00 
Dark $7.00 
Dark - Italian $2.00 
Exodus Booster 
Fallen Empire 
Homelands 
Ice Age Starter 
Mirage Booster ‘ 
Mirage Starter $6.00 
Pokémon 2printing Bstr Call 
Pokémon Jap Basic Bstr $8.95 
Pokémon Jap Jungle Bstr $8.95 
Pokémon Jap Rocket Bstr $8.95 
Pokémon Jap Fossil Bstr $8.85 
Pokémon Jap Gym Bstr $8.95 
Renaissance - French $2.00 


Payment: Diner's Club, Amer, Exp, Visa, MC, Disevr, Optima, check or money order in US $ drawn on US bank, 
cash [US $, at your own risk}, no CODs. Shipping Costs: FedEx 3 day (batch of 100 or less cards] continental 
USA $6 For orders up to $500. Orders over $500 Pays 50 per $100 for insurance. FedEx Guarantees 3 day service 
not Troll and Toad, APO/FPO/Hawaii/PR/Canada/HU/Guam/Mexico $8, Other countries: SCALL These shipping 
Prices are an estimate, call for exact shipping prices to your city 
E-mail to Specials @ aqvault.com for current non-listed specials. 


Renaissance - Italian 
Revised Booster 

SW Young Jedi Bstr 

SW Young Jedi Str 

SW Lid Bster [BB] 

SW Ltd Starter(BB) 

SW Enhanced Prem 
Stronghold Booster 

Tempest Booster 

Unglued $1.00 
Urza’s Legacy Booster $2. 
Urza's Saga Booster $2.00 
Visions $3.25 

Pokémon Ist printing 
Call !!!! 

Pokémon 2st printing 
Gyarados $12.00 
Hitmonchan $12.00 
Mewtwo $12.00 
Nidoking $12.00 
Ninetales $12.00 
Poliwrath $12.00 

Pokémon Jungle 
Call 1!!! 


Demonic Hordes 

Demonic Tutor 

Granite Gargoyle 

Juggernaut 

Rock Hydra 

Savannah 

Serendib Efreet 

Sol Ring i 

Taiga $15.00 

Tropical Island $15.00 

Vesuvan Doppelganger $12.00 

Veteran Bodyguard $2.50 
Revised/4th 

Armageddon 

Balance 

Cockatrice 

Colossus of Sardia 

Control Magic 

Crusade 

Earthquake 

Elvish Archers 

Force Of Nature 

Howling Mine 

Hypnotic Specter 

Mahamoti Djinn 

Millstone 

Nevinyrral’s Disk 

Nightmare 

Reverse Damage 

Royal Assassin 

Sengir Vampire 

Sorceress Queen 

Stasis 

Strip Mine 

Sylvan Library 

Time Elemental 

Will-O-The-Wisp 

Winter Orb 

Wrath Of God 


Stronghold 
Amok 


Awakening 
Cardassid 

Dream Halls 
Ensnaring Bridge 
Grave Pact 
Hermit Druid 
Hidden Retreat 


Intruder Alarm $2.00 

Invasion Plans $2.00 

Jinxed Ring $2.00 

Mindwarper $2.00 

Portcullis $5.00 

Pursuit Of Knowledge $5.00 

Revenant $2.00 

Rolling Stones $2.00 

Spike Feeder $2.00 

Spitting Hydra $2.00 

Thalakos Deceiver $2.00 

Verdant Touch $2.00 

Volrath’s Gardens $2.00 

Volrath’s Laboratory $2.00 

Volrath’s Shapeshifter $2.00 

Volrath’s Stronghold $10.00 

Warrior Angel $3.00 
Tempest 

Altar Of Dementia —_-$3.00 

Aluren $3.00 

Apocalypse $2.00 

Auratog 

Avenging Angel 

Bounty Hunter 

Caldera Lake 

Cmnder Greven /I-vec 

Corpse Dance 

Dirtcowl Wurm 

Dismiss 

Earthcraft 

Eladamri's Vineyard : 

Eladamri, Lord Of Leaves $5.00 

Emerald Medallion $3.50 

Escaped Shapeshifter $2.00 

Extinction $2.50 

Field Of Souls $1.50 

Flowstone Sculpture $2.00 

Furnace Of Rath $5.00 

Gerrard's Battle Cry $2.00 

Grindstone $6.00 

Hanna’s Custody 2.00 

Heartwood Giant 

Helm Of Possession 

Humility 

Jet Medallion 

Living Death 

Meditate 

Mongrel Pack 

Orim, Samite Healer 

Overrun 

Pearl Medallion 

Pine Barrens 


Propaganda 
Rathi Dragon 
Recycle 
Salt Flats 
Sapphire Medallion 
Scabland 
Scalding Tongs 
Scorched Earth 
Scroll Rack 
Shocker H 
Time Warp $8.00 
Unstable Shapeshifter $2. 
Unlimited 
Berserk $25.00 
Blaze Of Glory $15.00 
Camouflage $2.00 
Ice Storm $10.00 
Lich $30.00 
Lightning Bolt $2.00 
Regrowth $2.50 
Sinkhole $10.00 
Urza’s Destiny 
Call !!!! 
Urza's Legacy 
Beast Of Burden $6.00 
Blessed Reversal $3.00 


Crawlspace 
Grim Monolith 
Hidden Gibbons 
Impending Disaster 
Memory Jar 
Palinchron 
Planar Collapse 
Radiant, Archangel 
Second Chance 
Weatherseed Treefolk 
Wheel Of Torture 
Urza’s Saga 
Abundance 
Catastrophe 
Citanul Hierophants 
Darkest Hour 
Eastern Paladin 
Fluctuator 
Gamble 
Herald Of Serra 
Opal Archangel 
Opal Titan 
Phyrexian Colossus 
Phyrexian Processor 
Planar Birth 
Serra’s Sanctum 
Shivan Gorge 
Smokestack : 
Stroke of Genius $16.00 
Sunder $6.00 
Tainted ‘ther $2.00 
Temporal Aperture $3.00 
Tolarian Academy $10.00 
Zephid $2.00 
Visions 
Aku Djinn $2.00 
Anvil of Bogardan $2.00 
Breathstealer's Crypt $1.50 
Chronatog $2.00 
City Of Solitude $5.00 
Desertion $2.00 
Diamond Kaleidoscope $2.00 
Kookus 
Relentless Assault 
Rowen 
Sands of Time 
Snake Basket 
Teferi’s Puzzle Box 
Undiscovered Paradise $12.00 
Viashivan Dragon $3.00 
Weatherlight 
Abeyance $7.00 
Aboroth $5.00 
Alabaster Dragon $5.00 
Ancestral Knowledge $3.00 
Avizoa $2.00 
Bosium Strip $2.50 
Bubble Matrix $2.00 
Call Of The Wild $2.00 
Fervor $5.00 
Firestorm $5.00 
Fungus Elemental $2.00 
Gallowbraid $2.00 
Gemstone Mine $2.00 
Gerrard’s Wisdom $2.00 
Heat Stroke $2.00 
Infernal Tribute $5.00 
Nature's Resurgence $2.00 
Null Rod $2.00 
Peacekeeper $2.00 
Thundermare $4.50 
TXanthic Statue $2.00 


All cards near-mint/mint 
condition 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed, 
Sales on packs or boxes final. 10-day full money back return guarantee on singles returned in same condition they 
were received. The 10 days starts from the day cards are received. Sale date is date payment is accepted. We 
reserve the right to refuse any sale or limit quantities. All prices in this ad subject to change without notice, but 
you won't be charged more without your permission, Pre-orders on boxes final. Free Singles catalog upon written 
request or with your paid order. Please specify Duclist Ad 39 when ordering from above prices. 
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RACE FOR 1999 
PRO TOUR PLAYER 


OF THE YEAR 
Standings as of May 2, 1999 
Name Pro Pts 
Casey McCarrel 58 
Jon Finkel 57 
Steven O’Mahoney- 
Schwartz 49 
Tommi Hovi 43 
Shawn Keller 42 


Randy Buehler 40 
Dirk Baberowski 39 
Nicolas Labarre 39 


Kai Budde 37 
Erik Lauer 33 
Darwin Kastle 32 
Ryan Fuller 31 


David Humpherys 31 
André Konstanczer 29 
Zvi Mowshowitz 29 


Justin Gary 29 
Benedikt Klauser 27 
Brian Hacker 26 
Mark LePine 25 
Svend Geertsen 23 
Jeff Fung 23 
Terry Tsang 22 


Patrick Chapin 22 
Warren Marsh 22 
Worth Wollpert 21 


Gary Wise 21 
Richard Van Cleave 21 
Frederico Dato 21 
Sigurd Eskeland 21 
Alan Comer 20 
Mike Long 20 


Martin Cedercrantz 20 


Kyle Rose 
Raphael Levy 
Terry Lau 

Tony Tsai 

Ben Farkas 
Michael Turian 
Christian Luhrs 
Nate Clarke 

Gary Krakower 
Chris Pikula 
Toshiki Tsukamoto 
Dominique Coene 
John Larkin 
Nathan Heiss 
David Bachmann 
Sturla Bingen 
Kurt Burgner 


Daniel O’Mahoney- 
Schwartz 


Scott Valleroy 
Manuel Bevand 
Scott Johns 

Olle Rade 

Jamie Parke 
Daniel Clegg 
Alex Shvartsman 
Juraj Smrek 
Igor Frayman 
Marc Hernandez 
Michael Pustilnik 
Jakub Slemr 
Michael Katz 
Koichiro Maki 
Mark Schick 
Adrian Sullivan 
Aaron Forsythe 
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18 
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17 
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16 
16 
16 
15 
15 
15 
15 
15 
15 
14 
14 
14 
14 
14 
14 
14 
14 
14 


for Duelist readers to nominate candidates for the:2000 Duelist 
Invitational. This is the tournament where 16 of the best Magje players in the 
world gather to battle in various play formats—the ultimate test of strategy and 
skill. The fourth annual Duelist Invitational will take place in an as-ye-unnamed 
city in Asia in early 2000. 
Players listed on the ballot have each earned at least 10 Pro Tour player points 
during the 1998-1999 Pro Tour season (point totals reflect results through Pro 
Tour-New York ‘99). 
Nominations for the 16 participants of the 2000 Duelist Invitational will be 
determined by this ballot, ballots on the Internet, ballots from the competitors 
at this year’s World Championship in Tokyo, and performances in key events. 


and mail 
this ballot to: Duelist Invitational Picks, c/o Duelist, RO. Box 707, Renton, 
WA 98057 Photocopies of this page are acceptable. Selections may also 
be sent electronically to: <woody@wizards.com> or via many popular 
Magic Internet Web sites. The deadline for all ballots is July 31, 1999 Limit 
one.ballot.perperson. Ballots without.a name will not be counted, 


Your Name os 
C) Lucien Bui 14 Jason Opalka 11 Bryan Hubble 10 
—_} Donald Gallitz 13 ) Andrew Wolf 11 Ron Schubert 10 
(J Thomas Guevin 13 (J Tim Glockner 11 David Williams 10 
() Bob Maher, Jr. 13 Eric Kesselman 11 Ben Rubin 10 
() Jason Means 13 Joao Isidro 11 Juha Helppi 10 
) Peer Kroeger 13 _] Petr Posolda 11 Pierre Malherbaud 10 
Brian Selden 13 Tsuyoshi Fujita 11 Cannon Boling 10 
Abraham Bruno Cardoso 11 Rui Mariani 10 
Snepvangers 13 ; 
Ondrej Baudys 10 Ken Simpson 10 
Jean-Louis D'Hondt 13 
Mike Bregoli 10 Craig Jones 10 
Andreas Jonsson 13 : 
Dominic Chris DeRoche 10 
Robert Dougherty 12 Crapuchettes 10 
Write In Nominations: 
_) Adam Katz 12 Rudy Edwards 10 
C) Laurent Pagorek 12 Erno Ekebom 10 es 
David Price 12 Peter Leiher 10 — 
Michael Sochon 12 Andrew Nishioka 10 roo 
C) Kenichi Fujita 12 Peter Radonjic 10 ‘ 
Masami lbamoto 12 Shawn Regnier 10 ee, 
Vincent Gieling 12 Noah Weil 10 =. a 
Janosch Kiihn 12 John Yoo 10 aa ©, i 
() Holger Meinecke 12 Michael Lucarello 10 Ears, Fie 


C) Itaru Ishida 11 Joe Weber 10 
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“The Gather 


Shattered Chains February 1995 


Quicksilver Amulet R 2780 2000 1000 5 
Rack and Ruin U 77200 700 500 5 2 Giant Badger $800 $500 $375 1 
Radiant’s Dragoons U F208 700 500 5 : 
Radiant, Archangel R @500 39.00 10.00 5 1400 : Final Sacrifice April 1995 (S- n@ gc é Tr 
Rancor C 19200 500 200 4 200 : Mana Crypt $2500 $18.00 $1000 3 The Shop: That is Not To Be Named 
Rank and File U 00 750 400 5 3 
Raven Familiar UHR 800 450 5 > DragonCon July 1994 / Duelist #3 October 1994 / Duelist 
Rebuild U 700 750 400 5 > Companion (3 per) #4 November 1994 
Ring of Gix R }B500 5250 1500 5 : Nalathni Dragon $800 $500 $300 2 
Rivalry R | 2000 1500 1000 5 ; 
Scrapheap R 2000 15.00 1000 5 : Whispering Woods January 1995 
Second Chance R }4500 2000 1500 5 ? Windseeker Centaur $800 $5.00 $400 1 
Shivan Phoenix R (500 2000 1500 5 ; 
Simian Grunts C S00 500 200 5 100 : Arena Alternative Art Canis 
Spawning Pool U )7300 900 500 5 ? Counterspell $1500 $1000 $200 4 
Subversion R |2500 15.00 10.00 5 : Forest 50 400 200 3 
Sustainer of the Realm U “1200 750 500 5 > Island 60 40 200 3 
Tethered Skirge U 180 700 40 5 ? Mountain 60 40 200 3 
Thran Lens R -2500 20.00 1000 5 > Plains 500 400 200 3 
Thran War Machine U "TM 700 500 5 : Swamp $0 40 20 3 
Thran Weaponry R 2000 1500 850 5 ; Fireball 200 1200 100 4 
Ticking Gnomes U MOG 750 470 5 2 Incinerate BO 150 20 4 
Tinker U W200 650 495 5 ; Disenchant 3500 2000 200 5 
Treacherous Link U OG 700 40 5 : 
Treetop Village U 71800 1200 5005 200: 
Urza's Blueprints R 2500 1500 850 5 
Viashino Cutthroat U7MOG 800 500 5 NEXT MONTH: 
Viashino Heretic U7 6750 40 5 S rr " mp 7 - ap 
Walking Sponge U 208 7 400 5 W E HAV E W HAT Y O U WAN ] 
Weatherseed Treefolk R 4200 20.00 1000 5 Vv : 3 # cr ae Sn ; labil 
Wheel of Torture R RO 2000 1200 5 Ben A A isit our website or call us for current prices and availability 
Wing Snare UTR 700 40 5 - = 
Wwww.xmission.com/~hastur 
=jiil= ON Phone: (801) 467-9814 Fax: (801) 485-4997 
C ) = Email: hastur@xmission.com Salt Lake City, Utah 84106 
Arena September 1994 $ . suse . ’ 
pes $800 $500 $75 2 ; PRICES evar | Specializ 1g in Intl. and Se | 5 
Sewers of Estark 700 500 2501 : SSS Domestic Mail Orders : 


THUNDER & LIGHTNING” carps, internatic 
NIMGNE Cale New York’s THE SUPERSTORE FOR COLLECTIBLE CARD GAMES!!! 


International Mail-Order Service 


] days a week — Noon until 1 A.M. © All major credit cards accepted 
We buy and sell single Magic cards 


Juzams and Moxes always in stock 


122 W. 26th St., 4th floor * New York, NY 10001 : 


(212) 633-1288 / products, sotals and 


available 


fax (212) 633-0979 © email - info@nground.com 


ders over $50 (USD 
Webpage - http://www.nground.com 


ictiops-apply 
call for details 


Telephone/Catalog: 32 1-5600 
Fax: 323-341-5611 (24-Hours) 
International: 323-341-5600 
Email: tigaming@aol.com 


Web site: 
www.ticards:cor 


i ith S re ine Ordering 4 
Now with Secure Online Orderin dbany GAME PLAY 
SANCTIONED TOURNAMENTS 
Mailing Address: 
P.O. Box 41-1148 
Log Angeles, CA 90041 i 


5623 Williamson Road, NW * Roanoke, Virginia 24012 
ph: (540) 362-4400 « fax: (540) 265-0544 
e-mail: Outpost @starcityccg.com Money Orders, AMEX ai 


We pie Chee ks,” 

. LAS 

www.starcityecg.com Se hel ee 

AAAGIC ex AREA | 
_ A the Gathering singles Prices are subject fp change + No cancellations on pre-orders + All salés are final 
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www. studiofoglio.com 


bia T 8 New? 


LAST TEMPTATION OF URZA BY PHIL FOGLIO 


ion nck CLT WAS BUT Gop MORO Us res") YES TNATIeL 00 (T. $0 
r , ‘ (T. 
Forpio T STAY f f WHAT'RE YOUR PLANS ? 
THAT WAY! YOU'VE GOT A NEW LEASE 
OA LIFE. YOU CAA) MAKE A 
FRESH STARTY 


L WAS OTHER. (GURED © 
DESERVED A REST. KICK BACK. RELAK. TAKE 
SOME NIGHT CLASSES. DO SOME [PRO- 
WRESTLING... 


$0 DID YOU COME UP 
Lwitt some THING? 


r... SQ YOU'VE TURNED 
TOTALLY Evi. 


ME? Zim OTA HERE. Pye! 
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3 champion. 4g 
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e o endo © ‘America Inc. ©1999 Nintendo of America | Ww. 
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BETTER TO BE\ THE HUNTER 
THAN THE HUNTED. 


1999 Wizards of 


Magic: The Gathering” TCG 
tournaments are no place for 
the timid. You want to believe 
the next poor sap you face is 
dead meat. But how? 


Keep The Official Magic: The 
Gathering Tournament Player's 
Guide at your side. It covers all 
DCI" floor and technical rules— 
just the weapons you need to 
nail your opponents. The guide 
even helps you calculate your 
DCI tournament rankings. 


Brush up on your rules today. 
It could make your hands lethal. 


tHe Goast»Magie: The Gathering, DC! and the play level Jogos are trademarks of Wizards of the Coast, Inc. 


30 eo 10 o 10 20 30 
MASTER THE FINE ART OF KICKING ASS 


Available RNwaw | Ask for this book where you buy the Magic: The Gathering trading card game. 


WiZards Questions? (800) 324-6496 GIc 
OF THE COAST” www.wizards.com /Magic The Gathering 


